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If yov CAn keep yo 

others are lo 

The environment of Myth: The Fallen Lords is so real that every bloody limb, every ] 

scattered sword, every unexpioded charge tossed by a ground-rippling explosion remains a live element 
ready to be seized and used by or against you. 

Not limited to a simple overhead view, you'll rotate around the heads of your troops, follow the arc of 
a burning arrow and zoom in on the slaughter. 

Get an eyeful of stunning detail: reflections in the water, lightning frying the enemy to cinders, 
smoking craters ringed with the heads of the inept and every ounce of blood , 

remaining on the scarred battlefield. 

But don't stare too long. Learn the art of war and the importance of physics as you move fast to seize the 
high ground where the archers have greater range and pyromaniac dwarves can shower targets with explosives. 




WHILE ALL 


SIHG 


Multiplayer games include classic scenarios like King of the Hill and Capture the Flag, and uniguely 
challenging variants like Assassin and Steal the Bacon, even in teams! 


You can even play over the Internet using hungie.net or turn your local network into your own 
personal warzone. 


So while you've got a head, use it - get your hands on Myth now. 







got 35 copies 
of Adventuresoft's 
point 'n click adventure 
game up for 
grabs in our 
fantastic Feeble 
Files competition. 


REGULARS 

6 On your CD 

Find out what's on this month's packed cover- 
mounted demo CD. 

12 R'ont Lines 

ECTS has had the news department buzzing, find 
out more from the Frontline. 

26 On the Drawing Board 

Elite were once regarded as one of the best 
development companies - can regain the title? 

28 First Sighting 

This month we take first looks at Pax Imperia, 

Plane Crazy and Test Drive 4. 

36 Previews 

Find out what's looking hot and what's not in our 
extensive preview section. 


Reviews 

This section's the heart of the magazine and it's 
beating strongly thanks to 25 top reviews. 


Budget Reviews 

Budget titles are big business, but not all are 
the bargains you think they are. 


Digital Entertainment 

If you're after something other than games, 
games and games, then you could find it here. 


Penultimate 

Letters have been flooding in all month: here's a 
sample of what people are saying. 


Wired Gaming 

If you've got a modem, but need to know more 
about online gaming, here's where it's at. 


CyberSpace 

We investigate some of the better gaming sites 
that can be found on the Net. 


Subscriptions 

Save yourself lots of money and shoe leather by 
subscribing to Ultimate PC. 


Tips 

Having trouble with Twinsen's odyssey? Our full 
solution should help. 


Next Month 

Next month's issue promises to be the biggest 
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PREVIOUSLY CALLED COIMPUTER CAIRINO WORLD 



In its September issue Ultimate PC substantially reprinted 
without credit or permission in its article 'Never Say Die!' 
previews of Quake 2, Sin and Prey from PC Gaming World. 
This material originally appeared in the July issue of the 
Ziff-Davis publication PC Gaming World. 

Ultimate PC and its publishers, Rapide Publishing, 
sincerely regret and apologise for this breach of copyright 
and, at PC Gaming World's request, have agreed to make a 
generous donation to the trust fund set up in memory of 
Diana, Princess of Wales. 
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The Butler did it! 

We talk to Chris Butler about his 
new company and Crime Killer. 



Into the Lion's Den! 

Having left Bullfrog, we chat to 
Peter Molyneux about his plans. 



To be this good takes ages 

After years on the consoles, Sega are 
at last taking the PC seriously. 
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We take a look at flight sims from 
the past, present and the future. 
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Welcome to the second Ultimate CD. This month we have the first demos of 
Blade Runner, Steel Panthers III, Buccaneer and Worms 2. 

How to lls6 tho Ultimate CD 


an 


[SO 

DISH lUBO 


r.n iiVFfl 


Requirements 

The Ultimate CD is 
ontimised for machines 


we ve stuck a version on 
the CD for anyone who 
hasn't already got it. 

To install it on to your 
PC, simply select the 
DirectX 5 sub-directory 
and then follow the 
on-screen instructions. 
There - couldn't be easier! 


The Ultimate CD is 
I thoroughly tested for any |j 
faults and is in full 
! working order before it is 
f distributed. However, 

I should you have any 
'■ problems of any kind, you 
[ can ring our special 
i Ultimate PC helpline 
j between the hours of 
I 3pm and 6pm. The 
number to ring is; 

01425 674446 


I he response to last month's 

“ Ultimate CD has been 

extremely encouraging. In the 
reader's survey that we ran, the 
CD was scoring consistently 
well. We've tried to keep the 
CD as simple and easy-to-use 
as possible - something that's 
highlighted by the image-driven 
control interface - and this seems to 
have been well received. This month 
we've added a help section where 
you'll find all the readme.txt's, which 
will hopefully make using the CD 
even easier. 

If you do have any trouble with the 
CD, please call the helpline number at 
the bottom of the page. 


Main Screen 


j sing the Ultimate CD couldn't be any easier. Simply pop the CD in 
m your CD Drive and then, if you're using Windows '95, select Run 
from the Start menu and type D:\Ultimate.exe (assuming D is your CD 
drive). The CD will now boot up and you'll be met by a welcome screen 
similar to the one shown here. Down the left hand side of this welcome 
screen you'll see listed Exclusives, Uehmate Demos 1 and Ultimate Demos 2. 
To go to any one of these directories just click on the title. 


Directory Screen 


I n each of the directory screens, you'll see a selection of different images. These images are links to the various 
mwd game demos on the CD. When you move the mouse cursor over each image, a text box will appear at the bottom 
of the screen, detailing which game the demo is for and exactly what it is about. To play each demo, simply click on 
the game's image and the demo will automatically install or run. 
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Publisher: Virgin 
Released: November 
Platform: Win '93 
Controls: N/A 

W estwood's conversion of 
the classic 80's futiyri^tic . 
. jio vie is looking absolutely 
as you'll see from this 
exclusive Blade Runner package. 

Simply click on the Blade 
Runner image in the Exclusive 
directory of your Ultimate CD and 
then take your pick from either 
a rolling demo, video footage, 
screen shots or sketches. The 
video footage contains stunning 
images taken straight out of the 
game, whilst the rolling demo 
t)ffers an amazing insight into 
the titl|'^ stunningly dark and 
<ndody atmosphere. 


- To riin the demo you'll need to be 
. in 16-bit colour mode and running at 
a resolution of 800x600 or greater. To 
check if this is the case, simply ri^ht 
click on your desktop and select 
Properties. From here go to Settings 
in the top right corner of the Properties 
box. If you do need to change your 
settings, remember that you'll have to 
reboot your machine. 

If you experience trouble running 
the rolling demo from the Blade Runner 
interface, try selecting Run from the 
Start Menu and type: 
D:\blade\rolling\Preview.exe 
"^(assliming that D is where your CD 
Drive is located). 



Choose a pirate then watch as 
the bloody sea battle unfolds 


is set in 3D. In the naval combat 
mode, players have complete control 
over the direction of their ship, the 
ship's crew and, most importantly, 
the guns. 

If you're curious to see how the 
naval combat works, this exclusive 
demo allows you to select a pirate, 
one of eight different ships and 
then just sit back and watch as the 
computer show you exactly how the 
naval battles of the 18th Century 
were fought. 


to finish the adventure by sailing 
from port to port, interrogating 
the numerous characters that they 
met along the way for precious 
clues, that are needed to advance 
further through the game. As well 
as interacting with dozens of 
different characters, players will 
also have to fight for treasure by 
capturing ships and storming ports. 

The land combat sections play 
in a similar vein to Command and 
Conquer, whilst the naval combat 


Publisher; Mindscape 
Released: November 
Platform: Win '93 
Controls: Mouse 


S SI's Buccaneer is a compelling 
hybrid of naval simulation 
and role playing adventure. Players 
can choose to play as one of six 
different pirates, each of whom 
has their own unique storyline and 
adventure. Having chosen which 
pirate to be, player^l^st then try 
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Publisber: BSlndscape 
Beieased: October 

Pl^form: Win ^95 and Dos 

^ at 

Controls: Mouse 

n case the suffix doesn't give it away. Steel Panthers /// is 
* the third in SSI's popular hex-based strategy wargame. Spanning 
the years between the Second World War and the present day, it 
allows players to take part in a number of campaigns and scenarios, 
or alternatively, to can create their own. 

This playable demo gives players the chance to fight as either the 
Italians or British in a World War II scenario. Pinned down and in 
danger of being surrounded/ the j 
Italians must try to break through 
the British lines and escape. The 
British must try to hold their 
position and destroy the Italian 
forces. Take command of either 
side and find out how hard life 
in the trenches really, was. 
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Worms 2 

Publisher: Microprose 
Released: October 
Platform: Windows ^95 
Controls: Mouse 

H he little squiggly worms are back and 
they're looking meaner than ever, as 
you'll see for yourself in this two-player playable 
demo. There are two worms to a side and - as 
with the original - the sole objective is to kill off the rival worms before 
you become extinct yourself. Whilst all the favourite weapons from the 
original game have been retained. Worms 2 features a lot of new, highly 
powerful ones that make the gameplay even more explosive. The exploding 
granny and petrol bombs are particularly impressive. 

One last word - the wind can have a dramatic effect on some weapons, 
so look for the leaves hying around in the background as they'll give you 
an idea as to its direction and strength. 

To install the Worms 2 demo simply click on the image and then follow 
the on-screen instructions. The demo 
will be saved into a new Team 17 
directory on your hard drive. Once 
this is done the demo can be run by 
either selecting it from the Start 
menu, or selecting Run and typing: 
C:\Team 17\Worms 2 
Demo\Worms2Demo.exe 
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Dark Colony 

Publisher: Take 2 Released: Out Now! 

Platform: Windows ^95 Controls: Mouse 

I f Take 2'$ superb real-time combat strategy title's not part 
I of your games collection and you want to know what 
you're missing, check out this one mission playable demo. The 
idea is to simply destroy the enemy by collecting resources and 
building up an army of soldiers. Even this offers no guarantee 
of success though, for unlike in Command and Conquer where the enemy rarely attacked and never really 
threatened, in Dark Colony the enemy attacks with a ferocity that can often be hard to stem 

To install Dork Colony select the image from the Ultimate CD interface. Once installation is complete, 
play the demo by selecting 'Run' from the start menu and typing C:\Program Files\Dark Colony\DC.exe ■ 




I eveloped by Australian outfit. Beam Software, KKND is one of 
I the better Command and Conquer wannabees. Set in a future 
that's been devastated by nuclear war, the game features some Mad 
Max-style gangs of hoodlums with all sorts of weird and wonderful 
weaponry and vehicles. This demo includes four missions in all, two 
for the Freakly Involved and two for the Militant Survivors. The first 

missions for both sides have been designed to introduce players to the new features of the game. The second missions are 
damn tough and are suited only to those who have a firm grasp of the game and the way it plays - hence the Extreme'. ■ 


Released: October 


KKND Extreme 

Publisher: Electronic Arts 


Platform: Windows '95 
Controls: Mouse 


Sega Soccer 

Publisher: Sega Released: Out Now! 
Platform: Windows '95 
Controls: Joypad 
Arrow Keys - Move 
Z - Shoot/sliding 

X - Pass/Charge 

C - Long Pass 

S - Pressing 

D - Overlap/Offside 

Shift - Run Fast 

Ctrl - Change Player 

Enter - Pause 



H irst released on the Saturn 
to critical acclaim, Sega's 
Worldwide Soccer has now been 
ported on to the PC and is firmly 
establishing itself as one of the 
best arcade footy titles around. 

If you want to know more, flick through the pages and 
you'll find a full review on page 119, otherwise have a kick 
around with this fully playable demo. Compete in an exhibition 
match against either the computer or a friend, playing as 
either England, Germany, South Korea or America. After you've 
selected your teams, there's a chance to investigate some 
of the more tactical elements to the game, including the 
various formations on offer. ■ 



Dungeon Keeper 


Publisher: Electronic Arts Released: Out Now! Platform: Windows '95 Controls: Mouse 



m ungeon Keeper, is the ultimate build-'em-up, with an excellent 
level of humour and great playability. As the keeper of a dark 
and seemingly quiet dungeon, you must build up a base of fortress¬ 
like potential. You must attract all types of nasty looking monsters 
into your realm to help in your mission. Get your little blighters to 
mine for gold, while you build up an impressive array of rooms. With 
this playable demo you ll be able to get a real feel for the game - it gives you loads of the characters and enemies 
and no shortage of time either. 

Unfortunately the game came out quite a bit before our first issue, so we were unable to review it. However, all 
of us here reckon it is well worth a score of 90 plus, and recommend it to anyone interested in strategy games. ■ 
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iF22 Raptor 


Publisher: Interactive Magic Released: Out Now! Platform: Win '95 
Controls: Joystick and Arrow Keys - Left, Right, Up and Down 
0-9 -Throttle W - Wheel Brakes 

* - Afterburners B - Air Brake 


Space - Fire 
p - Pause 

A - Autopilot 

Z - Rudder Left 

X - Rudder Right 

G - Landing Gear 





nteractive Magic take to the 

_skies with this superb playable 

demo of their amazingly detailed flight 
sim, iF22 Raptor. 

Based on the US Air Force's most 
revolutionary plane since the Stealth 
Fighter Bomber, iF22 Raptor contains 
some of the most impressive flight 
dynamics yet seen. This playable demo 
allows those of you daring enough to enter the cockpit the chance to fly a seek 
and destroy mission. The aim of the mission is simply to fly around, locating targets 
- then taking them out even before they even knew you were coming. ■ 



The Reap 

Publisher: Take 2 Released: October 
Platform: Windows '95 Controls: Joystick or 
Arrow Keys - Move Left, Right, Back, Forward 
Space - Fire 

H ake 2 provide some great arcade action in 
the form of The Reap. As a side scrolling 
shoot-'em-up, the game offers addictive gameplay, 
and simple, but very effective shooting with a 
variety of powerful weapons. 


The background graphics are really attractive and 
the animation is beautiful. Spraying ammunition 
at everything that gets in the way is great fun - 
especially when it's a huge ship that blows up with 
a massive explosion, spilling hundreds of soldiers 
into the air. All good clean fun. 

The demo itself is to be found in the UmMATE 
Demos 2 directory. Simply click on the image and 
you will be able to play one of the levels for about 
one minute. The Reap is not being released until 
next month, but you can find a more in depth 
look at the game on page 64. ■ 


Mass Destruction 

et your best shooting finger warmed up, 
because Mass Destruction is exactly what the 
title says. The game is not the most taxing on the 
brain but that's half the fun. Simply peg it around 
blasting all hell out of anything that gets in your path 


Publisher: BMG Released: Out Now 
Platform: Win '95 or DOS 
Controls: Cursor Keys - Movement 
Z - Rotate Turret anti clockwise 

C - Rotate Turret clockwise 

X - Fire 

- what more can we say really. Can you smell the 



smoke and hear the rumble of tank tracks? 

In the demo you have three tanks to choose from so that you can get a feel for each. As you burn 
about in your chosen vehicle. Your mission, should you decide to take it, is to knock out the airport - 
you'll soon find it, it's the area heavily guarded by the RA. 

If you want to know a bit more about the title, check out our full review on page 99. ■ 




Counter Action 

Publisher: Mindscape 
Released: December 
Platform: Windows '95, or Dos 
Controls: Mouse 

O n this real time war game, set in World War II, 
you can play either the Germans or Russians 
in their quest for territory. There are two missions 
on this demo, one defensive mission, one offensive. 
The defensive mission puts you in control of the 


Russian Red Army, who are trying to fend off the 
German attack on the town, Dedovsk. You must 
withdraw all the repaired tanks and equipment in 
the nearby area through to the front-line. In the 
other mission you play as the Germans, who are very 
close to victory. Your task is to overcome the enemies' 
last resistance with one final blow. This will allow 
you to take Moscow once and for all. 

To run the demo click the Counter Action picture 
on the Ultimate Demos 2 directory and follow the 
on-screen instructions to install it. Look out for more 
details of the game in Ultimate PC. ■ 



Disclaimer 


Whilst every care is taken with the testing, production and installation of Ultimate CD, Rapide Publishing cannot accept responsibility for 
loss, or damage occurring during its use. We strongly advise that you have back-up copies of all your important files and applications 
before installing any new software. 
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Reference: 
Worms 2 WeL Site: 
www.worms2.com 
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Coming so soon after the E3, this year's ECTS didn't threw up too 
many surprises, hut nevertheiess there was pienty te gawp at...! 





EDITORIAL 


O efore I say anything else, 
the first thing I'd like to do is 
extend my heartfelt thanks to 
everyone who bought a copy of 
the first issue of Ultimate PC. Not 
only did you help contribute to 
one of the most successful games 
magazine launches ever, you also 
helped us become the best-selling 
PC games magazine on the market 

- with over 70,000 copies sold 
around the UK and in Europe. Over 
40,000 of these copies were sold 
in the first ten days alone - a 
phenomenal achievement and one 
that truly surpassed our wildest 
expectations. So, once again, 
thank you all. 

From the response we've had 
to the first issue, the price and 
content were the two main con¬ 
tributory factors in the magazine's 
success. You'll be pleased to know 
then, that although we've had to 
put the price up slightly, we'll be 
keeping it at £3.50 from here on 

- saving you £1.50 over most of 
the competition. 

In terms of content, this month's 
issue is stronger than ever, with a 
huge 25 full price game reviews, an 
exclusive Peter Molyneux interview, 
a complete Little Big Adventure 2 
solution and, of course, a free Tomb 
Raider II preview supplement. 

The good news doesn't stop 
there either because, for those of 
you who like to try your luck in 
competitions, we've also got 
£2000 of software to give away, 
as well as a brand new Pentium 
166 MMX PC courtesy of Acclaim! 

Let's not forget the demo CD 
either. This month's contains five 
exclusive demos that you won't 
find anywhere else for some time. 

With that all said and done, all 
that's left for me to say is that I 
hope you enjoy this second issue 
of Ultimate PC and if you'd like to 
make any comments or suggestions, 
drop me a line at the normal Rapide 
address, or email me at: 
john@rapide.co.uk 

All the best, 

Jon Evans .. 
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Lara and the Eidos girls doing 
their duty for the fans! 


Battlezone Returns 



7 years after the original Battlezone revolutionised 
I computer gaming as the first three dimensional 
game ever, Activision are bringing out a game under the 
same name, that promises to be every bit the landmark title 
its predecessor was. 

Set in the 60s and 70s, when the Cold War and space war 
were at their height, the game centres around a storyline 
which makes out that the space race between the Soviets 
and Americans was really a race for an alien resource known 
as Bio-metal Found only in space, this Bio-metal contained 
unique qualities which could be used to produce immensely 
powerful weapons, weapons that could transform the Cold 
War into the Third World War. Determined to gather as much 
of this mineral as possible, both the Soviets and Americans 
began a raging war in space as they fought to gain ultimate 
control of the material. 

Okay, so we've heard the plot, or variations of it before, 
but what makes Battlezone so special is that it plays like 



Command and Conquer, but is set within an immersive 3D 
environment, with players controlling the action of their 
units from a first person perspective. Players are placed inside 
a battle tank and from here they must construct essential 
facilities, build new fighting units, co-ordinate their army 
and mine Bio-metal. Oh, and invading forces will need to be 
fought off too! 

It all sounds a lot to ask of a single game and no-one 
has ever tried to combine real-time strategy and first person 
perspective action in such an ambitious title before, but from 
what we got to see at the recent ECTS in London, the game 
looks like working, largely thanks to a control interface that 
makes every facet of the game easily accessible to the player. 
Bob Dewar, Senior Vice President at Activision is certainly 
confident that it can be pulled off, commenting "Combining 
action with adventure resulted in Tomb Raider, action with 
RPGs delivered Diablo, action and simulation made our own 
MechWarrior 2. Until now nobody has successfully found a 
way to merge action with strategy. That's what we've done 
with Battlezone." 

A release date for the game has yet to be specified, with 
Activision reluctant to commit themselves to anything but 
early 1998 but details as to the content of the game includes 
30 different vehicles, 25 different weapons, 30 missions and 

seven different planet 
surfaces to fight on. 

With LAN, Internet and 
direct modem-to-modem 
multiplayer options, and 
more Activision's all-new 
Battlezone is now looking 
like one of next year's 
most promising titles - 



Activision's new Battlezone was one of the hottest looking titles at this year's show 


watch this space for more 
details soon. ■ 
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One of the rare quiet moments 
in the game. Time for a breather 


An 18 certificate iooks a dead 
cert for Gametek's Postal - 
I wonder why? Hmmm! 


Postal Strike 


ake 2 (Previously Gametek) seem to be unashamedly 
courting controversy with the eagerly-awaited release 
of Postal. Previously know as Loose Cannon, the 
game looks certain to pick up an eighteen certificate thanks 
to some of the most violent content yet to grace a computer 
game. No doubt such a game will have the Mary Whitehouse 
brigade up in arms, desperately trying to get the game banned. 
Quite why they bother is a mystery, because all they end up 
doing is giving the game even more hype and media coverage 
which can only be counter-productive - not that Gametek 
will be complaining! 

As a game (rather than a media event) Postal is looking 
like a promising title, not because of any revolutionary new 
features, nor any outstanding technical achievements, but 
because the gameplay is fast, furious and as Fraser Nash, the 
head of Take 2 PR commented Violently funny'. Basically 
players assume the role of an ex-assassin who is now on the 


wanted list himself. Everybody seems to be out to get him 
and the only way to stay alive is by killing everything that 
moves. Using a 3D isometric view, players must guide this 
character around, with the simple mission objective being to 
stay alive. Players will need every one of the numerous weapons 
incorporated within the game if they're to make it across the 
17 locations within the game in one piece. 

As well as a one player game, which has been designed to 
challenge the toughest gamers. Postal sports a network game 
which will allow for 15 players to go head-to-head. Although 
this promises to be a riotous laugh, the title would no doubt 
be stronger if there was Internet and direct modem-to-modem 
play as well. 

For the record, the title stems from America where somebody 
who has gone mental is described as being 'postal'. Personally 
'mad ba@t@rd' seems to say it better, but then I can't see 
Take 2 getting away with that for a title. ■ 


Off to a flyer... 

August 29th was 
a good day for 
computer gaming 
- Ultimate PC 
was launched! 
Now, a month 
down the line, 
the magazine 
has notched up sales in excess of 
60,000, making it one of the best¬ 
selling PC games magazines in the 
world. Undeniably a huge success. 
Ultimate PC has - in just one month 
- firmly established itself within 
the market, but we won't be resting 
on our laurels. 

Over the next few months the 
magazine will be going from strength 
to strength, with more previews, 
reviews and features than ever. 
Watch out for more promotions like 
this month's 16 page Tomb Raider 11 
supplement too, as we've got a lot 
more planned. 



Diana - Official Screensaver 



ith the tragic passing away of Princess Diana, everybody has been keen to play their part in raising funds for the 
1 memorial fund set up in her name. All sorts of ideas have been touted as methods for raising cash, but 21st Century 
seem to have come up with one of the better plans - an official screensaver with proceeds from its sale going to the Memorial 
Fund. Flaving been fully endorsed by the Trustees 
of the Memorial Fund, the package will contain over 
200 pictures spanning from Diana's early childhood 
days through to her role as the Princess of Wales. 

Users will be able to select any of these 
images for use as either screensavers or 
wallpaper. Aside from this, there are also ten 
screensaver movies with full commentary, a 
Diana factfile and pop-up questions on the 
Princess and her life. 

Due to hit retail at the beginning of October, 

21st Century will be donating £1 of the £14.99 
asking price for each boxed set directly to the Diana 
Memorial Fund. Karen Harrison, Sales Manager at 
21st Century commented 'we were all saddened 
by the tragic accident in Paris, and this is our 
way of raising far more money for the fund than 
we could have managed from an ordinary company 
donation. We are delighted that the quality and 
value of the title has been recognised by the Buckingham Palace littered with touching tributes to Diana 
Trustees of the Fund.' ■ 
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Activision sign Redline 

A long term deal has been struck to publish Redline's 
first three titles. The first will be an RPG, due out next 
year. The recently created company is run by James Anhalt 
and Ronald Millar, who between them have produced 
Diablo, Warcraft 2 and MechWarrior 2. 

This expands Activision's list of publishing, which also 
includes the likes of Raven, Kalisto and Ritual. Find out 
more about Redline's games at: www.redlinegames.com 


Inside story 

Glasgow based development company. Inner Workings, 
have just signed a deal with Europress to publish their 
games. The first will be Plane Crazy, a 3D racing game 
set in the air. Most of the company's other titles have 
been aimed at the children's market, in the form of 
CD-ROMs taken from The Jolly Postman book range. Inner 
Workings have obviously decided to grow up a bit and 
go for the big time. 


Extreme Warfare 

The world of online games may be rattled with the 
release of Extreme Warfare, an upcoming release from 
the makers of 7th Guest, Trilobyte. Due out in the summer 
of next year, the game combines the ideas of futuristic 
combat and Mars colonies with pre-game strategy and 
in-game action. Being spedally designed with Internet 
multiplayer action in mind. Extreme Warfare will be well 
suited to Red Orb's Zone. 



It's all just empty rooms at With the Quake II engine at its heart and a potent name. Sin has got a lot going for it. Check out these early 

the mom.ent, but not for long! graphics which show some of the areas and rooms you will be able to fight in and their excellent level of detail 



nniviiiviR snnivi 


Fantasy writer, Michael Moorcock, 
has created the storyline for a new 
Psygnosis title. The game is called 
Elric, and is a pure beat-'em-up 
action game which revolves around 
combat and the use of magical 
powers and spells, fine's the leader 
of a dilapidated empire, who must 
overthrow everything. 

Players will have to complete 
levels full of traps and creatures, 
with the ultimate aim of saving 
Elric's girl - who lies in eternal 
sleep - by rebuilding the Cross of 
Chaos on her coffin to bring her 
back to life. As a new isometric 
beat-'em-up with a well respected 
script writer, it sounds interesting .1 
to say the least. ^ 



It's a Sin! 



in is the next in the Long Line of first-person 3D 
I action games using id Software's Quake II 3D engine, 
aLong with improved physics and 16-bit coLour graphics. So 
what has aLL this technoLogy been invested in? 

WeLL the game centres around the possibLe extinction of 
aLL mankind. The year is 2097 and yes, you guessed it, the 
worLd is in tatters. The worrying thing is that the storyLine 
centres around the now cLassic view of the worLd's poLice 
forces being run by corporations - this time they are caLLed 
sec-forces - which queLL the chaos. Crime Lord ELexis SincLair 
has invented a new drug "U4" which has now hit the streets. 
Some LethaL and highLy addictive major side effects are being 
noticed in users. 

Sin is based in six distinct worLds which are joined up to 
make up the different missions. PureLy mission based, Sin 
aims to compete with the Likes of Hexen II and Quake II for 
non-stop action. There is no set path through the game, as 
everything reLates to your moves. Action shouLd pLay a part 
throughout the game, which empLoys what Looks to be highLy 
innovative weaponry. Forget the rifLes for a moment, and 
concentrate on the idea of remote controL detonation devices 
and mini-robots Launchers that send out smaLL machines to 
secure certain areas, whiLe the pLayers concentrate on more 
pressing matters. The game is Looking good for Internet pLay 
with use over modem or LAN/WAN. So is it time for Quake 2 
to move aside, or what? ■ 
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16 News _I 

Earn a crust Stop, who goes there? a r p 

A brutal new dvilisation bred for war, that's the subtitle of DreamWorks are in the process of completing their new The third installment in the Journeyman Project is due 

Red Orb's debut in-house game. Warbreeds. Players will be game, a digital sequel to The Lost World. Trespasser: for release in January. Red Orb, in conjunction with 

able to take control of their own clan, who will then Jurassic Park is set a year after the happenings in the Presto Studios, have been creating the game, which they 

compete against three other clans to achieve domination. film and this time the main character, Anne, finds herself say pushes them closer to photo-realism and a transparent 

The breeding side of the story comes from the ability to washed ashore on the island known as Site B. Players will interface than ever before. The Journeyman Project 3: 

manipulate your enemies' DNA for your own destructive have to solve puzzles and fend off attacks from dinosaurs. Legacy Of Time unfolds the story built up in the earlier 

means. A real-time strategy game utilising something in order to escape the island alive. The game was heavily games further and is generally looking to be a better 

other than machinery for research and development; cooll advertised at ECTS, so watch out for it soon. game than ever before. 



The sequel to 1983's Virus - not to be confused with the Telstar game of the same name - 
V2000 breathes new life and greatly enhanced graphics into the old gem 


V200Q - Grolier catch a bug 


GOMIIVIG SQflAL 


Fighter Squadron 

Think of the Red Baron series and 
the Second WoKd War and then think 
of what another flying game in that 
vein could look like... you may be 
visualising Fighter Squadron. 

The title's already looking pretty 
impressive on the outside, but will 
it be as versatile and realistic and 
its predecessors? Well, you have 
nine different aircraft to take into 
the air, both fighters and bombers 
and these planes can be flown over 
war torn Africa, Germany and the 
English Channel to re-enact the 
greatest dogfights and bomb raids 
of all time - sounds good to us. 



O t ECTS '97, GroLier Interactive officially unveiled one 
of their most impressive games to date. V2000 has 
been designed and developed by David Braben's Frontier 
Development team, who are best known for creating Elite, 
the grandfather of space combat games. The game is said 
to be the sequel to 1980's bestseller. Virus - and is not to 
be confused with the new game from Telstar! 

Similar in some ways to Telstar's offering, V2000 is a fight 
against an invading red virus that threatens to engulf the 
world. To aid you in this task you have in your command an 


odd little craft that glides about the worlds at a sedate pace. 
Players must stop the insect-lookalike enemy creatures from 
spreading the virus by using, to the best of their abilities, 
the wide range of weapons available to them. As usual not 
all the weapons are located until later in the game, along 
with repair facilities in the form of beacons. Players must 
also rescue people and protect the surrounding villages as 
well as your own base. These scenarios have been situated 
over different world types: water, ice and rock (as usual!) and 
the whole thing is split into around thirty levels. ■ 


This match completes the set 



ctua Tennis is the latest new 
I addition to the Actua Sports 
series, and it contains all the features 
that have made the other Actua titles 
so successful. The players have been 
animated using the latest in motion 
capture technology, and matches take 
place in 3D courts, allowing you to view 
the action from any angle. The game 


also includes a commentary from Barry 
Davies and Sue Barker. 

Actua Tennis also features the new 
Actua Sports 3D engine and for the PC 
version the fully 3D environment is 
compatible with NEC's Power VR chip. 
The game is also compatible with all 
the other major 3D graphics accelerator 
cards on the market. 




With other companies still trying to 
match Actua Soccer, Gremlin claim to 
have surpassed anything seen before. 
They describe the new engine as 'a leap 
forward' and hope it will ensure that 
Gremlin stays well ahead of the pack. 
Actua Tennis features a wide range of 
playing options, including Professional 
and Amateur tournaments plus tours, 
singles, doubles and mixed doubles. It 
also contains motion captured umpires, 
line judges and ball boys. The release 
date is set for Easter 1998 - we hope 
to bring you more news before then. ■ 
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18 News 


Sim football? 

Europress are about to launch a new title Total Football 
Management, a management sim where players can get 
involved with every aspect of the game, apart from the 
cleaning of the boots! Training, tactics and club finances 
are all there to be manipulated. Additionally, players 
will be able to watch the games as they happen and 
even have press meetings to announce new signings and 
other club happenings. 


Bigcat 

Ubi Soft are about to release one of their new football 
games. Puma World Football 98. Apparently it has been 
designed 'by football fans for football fans' - so expect 
high levels of team worshipping and crowd violence! The 
team selection choice is broad, including all of the best 
teams from around Europe - 368 in all. We wonder what 
connection Puma has with the deal? Perhaps they have 
the developers in boots! 


Living legend 

At EQS Sierra announced the launch of the Papyrus Design 
group's new racing game. Grand Prix Legends. The Papyrus 
Design group have been behind a number a great racing 
games in the past, IndyCar Racing and NASCAR being 
two of their finest, so we're expecting nothing short of 
stunning results from this title. Grand Prix Legends is 
the first retro racing simulation to be made: I hope the 
cars are still fast! 



Dragonflight: 

Chronicles Of Pern 



roller Interactive have begun work on one of the 
I first games to be developed by their in-house studio. 
It's not expected to be ready until the end of next year, but 
we have some details. Dragonflight will be a science fiction 
RPG, based on the 'Chronicles Of Pern' novels - Grolier have 
secured the interactive rights to all fourteen books. Author, 
Anne McCaffrey, has sold over 30 million copies of her books, 
so it is a safe bet that the game will have a large level of 
interest. Grolier aim to bring her series alive, utilising 3D 
environments, 3D characters and stunning sound to create a 
world that has lived in the readers' imaginations till now. Let's 
hope Dragonflight lives up to the legacy of the books. ■ 



Profiteer^ profit there... 


.4 





The new game from Psygnosis 
is bound to reap some profits 


□ sygnosis are preparing to launch 
yet another new arcade flight 
game, called Profiteer. It's designed to be 
another futuristic game where your job 
is to save the planet. You are in command 
of an Earth Protection Organisation, which 
has to deal with all sorts of environmental 
hazards and the imminent threat of an 
alien invasion. 

The handling, as you fly up through 
the threatened landscapes and occupied 
citadels, seems pretty smooth and your 
craft offers you an impressive choice of 
ammunition. Prp/i'teer won't just be about 
attacking, however - a large part of the 
title's gameplay will also revolve around 
management. Players will be able to take 
part and control research, learning from 



crashed alien vehicles and dead aliens 
using the Autopsy Laboratories. There 
is also the opportunity to upgrade your 
craft and train your wingmen, allowing 
more experienced fighters to progress 
in their field. 

Psygnosis have also begun work on 
an ambitious five year plan to create a 
huge online gaming world, with Profiteer 
as the corner stone of the venture. To 
begin with gamers will be able to take 
part in eight player games only, but this 
will be expanded soon after. 

It's very good to actually see some 
long term commitment to the online 
gaming scene, and Psygnosis will surely 
be rewarded for their efforts. Expect to 
see the evidence in the spring. ■ 



COM 


INC SOON. 


Set way in the future on the planet 
Terra Nova, Heavy Gear's players are 
thrown in the midst of a civil war. 
The planet's populated by expatriates 
from Earth, who have developed 
amazing robots. These used to fend 
off invaders but now fight in their 
own conflict. Players pilot one of 
these 'Heavy Gears' which are fully 
three dimensional, and easy to 
upgrade and construct into even more 
powerful weapons of destruction. The 
game will be mission based and will 
include cut-scenes that give players 
more story detail. The weapons will 
be pretty impressive too: grenades, 
mortars and particle-accelerators 
are all available, with many more 
to collect during the game. Heavy 
Gear looks set to follow the great 
tradition of MechWarrior games. 
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We are the 
Management 

21st Century plan to release their latest title. International 
Aviation Manager in the early part of next year. Players 
are able to run the day to day management of an airport, 
with the idea of building up to expansion. The game will 
also include a flight simulator, which allows you to control 
things from the cockpit: a simulation and management 
game in one. 


Microsoft see in 19Q^ 

Next year sees Microsoft release four new games on to the 
market before spring. First up will be Microsoft Baseball 
3D, which has all the major league players, teams and 
ballparks. Then there's Anarchy, a first person shooter 
played in real-time. Next is Outwars, a mission-based 
third person team war game. Finally, in Riot players will 
act as mercenaries on an off-world planet. Microsoft - 
they're always on the increase. 


Plastic inevitable 

What a great way to cut down on graphic rendering - 
make a game using plastic men: that was the idea behind 
Army Men. It worked for Toy Story, so why should it fail 
here? The simple premise of this unique little strategy 
game hides complex AI, based on research carried out 
for the US military. Army Men will offer eighty scenarios, 
a map editor, five vehicles to choose from and loads of 
weapons too! 





Jurassic Park has nothing on 
Turok! The dinosaur hunter is 
here - and there are already 
plans for the sequel 


Doyouthinkhesaurus? 


don't know why Jurassic Park was such a popular 
film but the idea of hunting extinct animals has 
really sent a wave of excitement through the games industry. 
Turok was originally planned to come out on both PlayStation 
and N64 formats last year, but unfortunately the PlayStation 
couldn't handle the high level graphics. Thankfully Turok 
is expected to be released for the PC any day now, and we 
have already heard plans for the sequel, Turok 2, which is 
said to be due out in the latter part of 1998. 

In the meantime players will be able to hunt down all of 
their favourite monsters and help out with the extinction’ 
process. Designed as a first person shooter, the game boasts 
some of the best graphics on any PC game and shows that 
the N64 can be equalled on these terms. Players will act out 
the role of a Native American, who has been chosen to 
add to the long line of traditional heroes, called the Turok. 
The Turok have always served to protect humanity from the 
inhabitants of the Lost Land, where alien races and bionic 
dinosaurs roam freely. 

Turok not only has amazing graphics, but also boasts some 
hard hitting action, with all manner of both primitive and 
futuristic weapons. These range from a simple hunting knife 
- ideal for hand-to-hand combat, right through to the quad 
rocket launcher, fusion cannon and other weapons that will 
require assembly during the game. 

To top it all off Acclaim will be working with Playmates 
Toys and Golden Key, to manufacture a range of toys based 
on the characters. Fabian Nicieza, president of Acclaim Comics 
said, "Turok has already made the leap from the 2-D world 
of the comic page to the 3D world of video games, and 



with the help of Playmates, we'd like to see him move into 
the mainstream of pop culture." 

Get ready, Turok, there are hordes of screaming children 
waiting to get their hands on you! ■ 


Forsaken 


w 


hat looks to be one of the next generation of 3D 
I first person shooters, a title called Forsaken, proved 
popular at ECTS. Built primarily to take advantage of Internet 
gameplay, the game should set a new precedent in graphics 
and smooth rolling play. 

Rather than making their way through the game on foot 
as in Hexen II and Quake II, players will enjoy the luxury of 



Big arenas to fly about and look at with the use of 
your mouse - panning has never been so effective 



a vehicle called the 'Pioncycle'. These are very fast and highly 
manoeuvrable little bikes, armed with many meaty weapons. 

Forsaken has a great plot angle, casting you as a scavenger 
looking for fortune amongst the ruins of a desolate Earth. In 
the year 2113 (nearly) all human life was destroyed, so what's 
left is up for looting. You are not alone however, so you must 
fight for your life and your possessions. You have a lot going 
for you though, in the form of twenty five weapons to choose 
from, many of which are very advanced, giving you specific 
views of your enemy. For example, you have the MineCam, 
which lets you decide when to let it off, and also cameras 
mounted on the end of missiles, which make the game a bit 
more graphic and gory! 

With over twelve levels, all of which can be navigated 
through 360 degrees. Forsaken looks like one of the biggest 
games coming out in the early part of next year. ■ 


THOU SHALT BE 



At ECTS the Acclaim stand sported 
a four player Unk up for their new 
game Forsaken. A lovely young girl 
made sure that we were all sitting 
comfortably and then Dave got 
hammered by three guys, who had 
obviously given up the idea of 
doing anything other than playing 
Quake for the past year. To be fair, 
it isn't his strong point: he's getting 
old and going grey, so this was far 
too frantic and on the baUJor him. 
Stick to Age Of Empires, mate! 

Anyway, Forsaken is due to be 
released next year and should prove 
to be massive - fast bikes and a cool 
^turistic setting, what more can a 
man want out of a game? 
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Fallen Haven 2? 


Hell and damnation 


Here comes POD 


The sequel to Fallen Haven, Liberation Day, is soon to 
hit us. It's a command and defend game, with up to 45 
different units available to help players in their task of 
liberating the planet of Nu Haven and subduing threats 
of the invasion of Earth. The terrain ranges from desert 
to urban metropolis and resource management is required 
to keep all of your troops alive. Fallen Haven could be 
another liberating experience from I-Magic. 


Sierra have announced the November release of Hellp’re, 
the first official add-on pack for Blizzard Entertainment's 
hit adventure game, Diablo. The expansion features a 
new character class, the monk, and additional quests, 
monsters, weapons, objects, spells, and artefacts. The 
new quests revolve around a powerful demon known as 
Na-krul, who plans to rule hell for himself. To combat him 
you're given five new spells - what more do you need! 


Ubi Soft are all set to release an updated version of 
their futuristic race game POD. Featuring the original 
tracks and 16 all-new ones, as well as 16 new cars, the 
new title will be known as POD Gold. The game has full 
compatibility with the latest 3D cards including PowerVR, 
advanced lighting effects and 16 million colour graphics. 
There are variable camera angles, and also access to a 
POD Website with new tracks and cars. 


lliMMflHiTi™! 

NetStorm 

Internet gaming must soon prepare 
for a game that will shake the very 
online foundations. NetStorm is a 
real-time strategy game which has 
been specially designed for use over 
the Internet. In the game players 
take charge of floating islands in 
the air. They must then attack and 
sacrifice their enemy's priests so 
they can progress. 

Every aspect of the game has 
been considered so that it runs 
smoothly. It boasts virtually no lag 
time between moves and easy match 
making, without using conventional 
chatrooms or waiting rooms. If all 
goes to plan, Netstorm looks set to 
stir up the Net gaming world. 



A new lease of death 



T Interactive Software are soon to publish a new title from Hexen and 
I Heretic creators, Raven Software. Mage Stayer is a top-down battle game, 
superficially similar to Alien Breed and its ilk, but featuring state-of-the-art 3D 
high resolution graphics, a superb soundtrack and the ability to link up to 16 
players over LAN or Internet connection to play either co-operative games or a 
multi-player deathmatch mode. The game's environment is true 3D, with bridges, 
multi-level rooms, and the ability to drop things on people below you. There are 
five different worlds and 25 levels to blast your way through, with a devastating 
selection of weapons and spells, and there are puzzles built into the environment 
for you to solve in your quest to retrieve ancient relics. You have complete freedom 
of movement in six directions, and you get to fly, swim, climb and run in a hectic 
struggle to out-fight your enemies - blimey! Mage Slayer is due for release around 
the beginning of November. Watch this space for more details. ■ 





Top-down-tastic! Fighting from the 
ceilings in GT's new release. Mage 
Slayer. Combat hits the roof... 


Drive a better car than next door^s kids 


ne of the many games unveiled at ECTS was a new 
kind of racing game. Buggy from Gremlin Interactive 
puts you in the control of one of sixteen compact, radio- 
controlled vehicles. Each possesses a distinctive paint-job 
and its own, unique handling characteristics. The buggies 
are raced across fifteen different circuits, in a variety of 
settings - but there's much more to Buggy than just winning 
the race. 

All of the tracks have a number of obstacles which can be 
avoided or jumped. Jumps will allow you to perform stunts, 
as well as providing a novel means of overtaking, all whilst 
attempting to pass through as many of the rainbow coloured 



slalom gates as you can along the way. There are many of 
these gates on the tracks and although players do not have 
to complete them, doing so will bring rewards. The seven 
colours are used to build sequences and hitting the gates in 
sequence will produce a variety of beneficial results. Short 
sequences deliver simple bonuses, such as speed bursts, while 
more complicated sequences deliver extra abilities, like time 
stops and mega-grips, as well as a few surprises. 

Using these extra abilities gives you an advantage over 
your opponent, and allows you access to new parts of the 
tracks and new game features. This adds a degree of depth to 
the gameplay in Buggy that is not found in traditional race 
games - collect enough bonuses and you'll even find some 
new super-buggies to drive. 

There are four modes of play that ensure longevity and 
continued challenge: single race, championship mode, split 
screen head-to-head, and a time attack mode which pits the 
player against the clock. Buggy also features real-time light 
sourcing and superb 3D modelling, plus new particle effects 
for flying dirt and smoke. 

Buggy will be compatible with NEC's PowerVR chip, offering 
its users real time shadows, fogging, solid external objects, 
smooth shading, translucency and bilinear filtering, which 
eliminates pixillation. It will also be compatible with all the 
major 3D graphics cards. Buggy is due for release at the end 
of the year. ■ 





Gremlin's new title Buggy will 
get you singing old Beach Boys 
songs in no time at all! 
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World War II 2 

Talonsoft have announced a whole new series of campaign 
strategy wargames called Eastern Front. Set in World 
War II, the games centre on the Nazi invasion of Russia 
between 1941 and 1945. The series is based around a 
platoon-level tactical combat game, with the player able 
to choose which side to play on. This new Campaign 
series follows on from the same company's successful 
Battleground series. 


World War II 3 

Behind Enemy Lines is a World War II strategy/action 
game depicting the actions of a team of plucky allied 
commandos attacking Nazi positions. The player's team 
consists of a small group of soldiers, each of whom 
have different skills and distinct personalities. They can 
drive a variety of vehicles, and also use a wide range of 
weapons and equipment, as they fight against artifidally 
intelligent foes. 


I _ News 

Combat Chess 

This sounds like a fun way to liven up what can - if 
you'll forgive me, be a very dull game. Combat Chess, 
an in-house production from Empire Interactive, combines 
a Grand Master quality chess engine with over 600 32- 
bit animation sequences, allowing the playing pieces 
to turn, walk, fight, and even fidget. For more added 
atmosphere lightning flickers in the background, and a 
16-bit stereo soundtrack tops it all off. 


I War 



magine a game that looked as good as Babylon 5... 

I Well, Particle Systems have near enough arrived at 
such an amazing stage with their new title, I War - a space 
simulation which brings new depth to the world of futuristic 
flight si ms. 

Players are left in charge of a 150 metre long Dreadnaught 
class Corvette, and have to deal with all aspects of the ship, 
such as navigation and engineering, along with handling the 
craft's valuable weaponry. So what will you have to use this 
awesome machine for then? Well, the year is 2268 and the 
past hundred years have seen terrible wars between The 
Commonwealth and The Independents - a radical group of 


colonies trying to rule the system, and it's up to you to sort 
things out. 

There are four roles to play in all, which will guide the 
players through difficult situations in the game. This is actually 
an ideal situation, because you don't have to delegate anything: 
you give the orders, carry them out and then have to repair 
the damage when things go wrong! The game itself looks 
stunning, with FMV to die for and immersive combat scenes, 
where players should see plenty of action fighting against 
the vast range of ships. 

This beast of a game looks to be a real ground breaker, 
taking up the baton from Battlecruiser 3000AD. ■ 




ALL NAVY VESSELS TO - ITHDRAW TO A SAFE C STANCE. IF YOU FOLLOW THESE 
INSTRUCTIONS THERE WILL BE NO LOSS OF LIFE. 

YOUR GUN-STAR DEFENCE vlTS SHOULD BE SHUT DOWN IMMEDIATELY. 

I 








The future of space combat is about to become the present. I War will be one of the biggest games of next year thanks to amazing graphics and gameplay 



This year's ECTS was graced by 
stars from all walks of life. Peter 
Beardsley and Dennis Wise were 
there - and on the same side for 
a change! Douglas Adams made 
an appearance to talk about his 
new game and Jo Guest bared all 
- well, maybe not. The star that 
shone brighter than them all 
though, was undoubtedly Lara 
Croft. Sitting astride her bike, 
she had the aisles bulging with 
blokes eager to catch a glimpse 
of her striking beauty. It was 
worth the fight! 


Lara vs Slade. Where's Noddy? 


□ ne of the most impressive looking games on show 
at ECTS was Infogrames' new title Outcast, a real¬ 
time, rendered, third person adventure game using their 
revolutionary hybrid voxel/polygon rendering engine. Their 
press release makes much of comparing the game with Tomb 
Raider II, claiming that Outcast will be the major competitor 
for Core Design's latest outing. 

The list of features makes for some impressive reading. 
They point out that Outcast has twice the average polygon 
count, ten characters on screen to TRITs three, multiple light 
sources with full lighting effects and metallic and translucent 
textures, and opponents with advanced AI, synthetic vision 
and hearing, and even basic emotions! (Mr. Data, please note). 

I have to admit the game looked totally spectacular, with 
smooth realistic movement, dramatic landscapes and a lot 
of action. However, it may just have been the person who 
happened to be playing it as I watched, but there did seem 
to be an inordinate amount of shooting going on for a game 
which claims to have opponents with realistic attitudes. 

Whether or not the main character, Slade Cutter, is any 
match for Lara Croft remains to be seen but Outcast is certainly 
looking set for success. ■ 
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Award winner 

One of a raft of new games displayed by Ubi Soft at the 
ECTS was Might & Magic VI: The Mandate of Heaven, from 
New World Computing. Following on in a series of award 
winning role playing games, it offers players real-time 
first person movement and multiple characters, a fully 
customisable combat system, and fully interactive NPCs. 
The player leads a band of adventurers through a 'Real 
World' environment to complete the game. 


Subble bubble 

Another title in Ubi Soft's stable is Sub Culture, developed 
by Criterion Studios. On show at ECTS and due for release 
at the end of October, the game will be an underwater 3D 
action adventure, in which the player has to tackle a 
pollution problem which threatens to engulf their world, 
whilst at the same time coping with two diametrically 
opposed warring factions. The game features excellent 
lighting effects and lens flares, cool! 


Italian gothic 

One of the most visually striking games seen at ECTS 
was Blood & Lace, a gothic horror adventure from the 
Italian software companies LudoMedia and Sacis. The 
game features a captivating blend of real-time 3D with 
traditional hand-drawn animation and FMV sequences, 
and the heroine. Countess Barbara Cagliostro is, dare I 
say it, even more attractive than Lara Croft. For more 
information email offline@sacis.it 



Sinister murders call for dusty rooms and long trench coats and this game has both of them and more. Utilising a whole bunch of actors mixed 
together with the latest and best in computer graphics. Black Dahlia will be a must for all you budding Columbos 



British Open v 
Championship 


A new title developed by Looking 
Glass Technologies - previously 
known for Flight Unlimited - BOCG 
lets players play round the fairways 
of two of Britain's best courses - 
Scotland's Royal Troon and the St 
Andrews Old Course. Highly detailed 
3D courses, advanced ball physics 
and a more realistic swing action 
will provide a satisfying experience 
for golf sim fans. 

If you're having problems with a 
shot, you will be able to ask your 
caddy for help - which looks to be a 
nice touch. Players will soon know if 
they've gone wrong anyway, thanks 
to commentary from ABC Sports' 
John McKay and the aowd's response 
to your every move. BOCG can also 
boast being the only golf simulation 
with a major professional tournament 
license. We'll know if that makes a 
difference to the gameplay when we 
take a closer look next month. 



Gruesome murders in Take 2's new whodunit 


1 


and sinister murders, which have remained 
unsolved to this.day. Known as the Cleveland 
Torso murders, their mystery even baffled the 
legendary Eliot Ness, but now you have a 
chance to solve the case in Black Dahlia, a 
new adventure game from the stables of Take 
2 Interactive Software. 

The story is set during the opening years of World War II, 
and takes you through a variety of locations, straight from 
Cleveland, through Nazi Germany to Los Angeles, where the 
mystery deepens further with the gruesome murder of Elizabeth 


Short, the 'Black Dahlia' of the title. You play 
Jim Pearson, a young American intelligence 
agent charged with untangling this web of 
deception, intrigue and death. 

The game features over three hours of plot 
enhancing FMV, with a star cast headed by 
Dennis Hopper, and is meticulously researched 
in its historical accuracy. With an imaginative 
mix of fantasy and historical fact, and a 
beautifully rendered 3D world, capturing the essence of the 
1940s, Black Dahlia is sure to be a hit with mystery fans and 
adventure gamers alike. It is due for release in November, 
priced at £39.99. ■ 



Douglas Adam's Starship Titanic 



□ ne of the things that caught 
my eye at ECTS was Starship 
Titanic - The Ship That Cannot Possibly 
Go Wrong, a new game from Simon & 
Schuster Interactive which bears the 
legendary name of Douglas Adams - 
the author of the Hitch-Hikers' Guide 
To The Galaxy. Developed by Digital 
Village, the game is set to be released 


at the same time as a new novel, by 
Terry Jones, of the same name. 

The plot sounds like a classic bit of 
Douglas Adams: Starship Titanic is set 
on board a huge alien starship which 
has crashed deep into hyperspace on 
its maiden voyage, crewed only by a 
crippled AI system, a crazed parrot and 
a bunch of traumatised robots. When 
it crashes into the roof of your house, 
you are faced with a choice: do you go 
aboard or not. (If you decide not to do 
so, then the game will only last for 
two minutes!) 

The demo that I saw at the, show 
featured some impressive photorealistic 
pre-rendered artwork, as well as sections 
of real-time 3D rendered environments, 
all executed in a beautiful 1920's Art 
Deco style. 


One of the Starship Titanic's main 
features is a new dynamic language 
processor, which enables you to hold 
very complex conversations with the 
game's many characters, all in plain 
English. The game is due for release 
in October, and we hope to bring you 
more on it later. ■ 



The said It would never sink - or 
In this case drop from the sky! 
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"...t[;orougl^[^ absorbing....tl;e best adventure 
we've seen this year..." 

PC GAMING WORLD 

"...one of t(;e most beautiful and teclpucally impressive 
games we have seen for a very, very long time...should 
appeal to many gamers who wouldn't normally be 
attracted to the adventure genre..." 

PC ZONE 

"...visually stunning...the most detailed 
and atmospheric 3 D adventure game I h^ve 
ever seen..." 

THE DAILY TELEGRAPH 


SUNLIGHT IS 


t i XjOE). _ 

TIME 

ISA 

DEATH 


IT ISTHE24TH CENTURYandatimeof 
DARKN ESS. civilisation survives in cities under 

MYSTICAL SHAFTS OF LIGHT. YOU ARE ARKAHN, THRUST 
INTO A DEADLY RACE AGAINST TIME TO SAVE YOURSELF AND 
YOUR CITY FROM THE FORCES OF EVI L. 




'f 


© 1996/1997 Kalisto Technologies. All Rights Reserved. Dark Earth and Kalisto Entertainment 
are Trademarks of Kalisto Technologies. 


http://www.darkearth.com 


1^‘PROSE 

http://www.microprose.com 


SET IN AN EVOLVING WORLD. IS A UNIQUE^' 

VISUALLY STUNNING, REAL-TIME ADVENTURE GAME. 




It's a Warzone 

Pumpkin Studios have developed a variation on the build 
and fight theme, in their new game Warzone 2100. North 
America has been depopulated by war and plague, and 
it is your task to re-conquer it with the help of your 
Command Droids which you develop, build and improve 
during the course of the game. The droids are AI driven, 
and learn abilities as they progress. To develop new droids 
players must research to gain new technologies. 


Dark and spooky 

Revenent - a new fantasy RPG from Eidos Interactive 
- features fully animated 3D characters and true light 
sourcing. The non-linear storyline means that players are 
free to explore the world to their heart's content. There 
are 16 monsters to fight and 20 characters, each with five 
weapon types, which have their own animated fighting 
style. The art for the game is the work of the Canadian 
artist. Den Beauvais. 


Assault and battery 

Corrosive's newly announced Assault Karps is a real-time 
3D squad based strategy game, in which you take command 
of an eight man team. You must manoeuvre your men in 
formation across a carefully chosen route to reach your 
objective. There are a number of interesting formations 
for various circumstances, which will greatly improve 
your chances of defeating the enemies. There is, of course, 
AI controlling the enemy troops. 




Psygnosis Watch Out 


asio have linked up with Psygnosis to produce a 

_I watch to tie in with the release of their new game, 

G-Police. Casio's wide range of G-Shock 
watches have been around since 1983 
and have proved to be popular models 
over the years. What with this and a 'G' 
related name, Psygnosis were never going 
to look anywhere else for a promotion. 

The 'G' in G-Shock stands for gravity - 
which is something you may well have to 
worry about in G-Poll cel 

G-Police is Psygnosis' futuristic flight 
simulation and top quality watches have 



always been associated with such antics, along with aviator 
shades and leather flight jackets. Players should feel right 
at home flying through the dark streets of 
a heavily corporate world in the hunt for 
outlaws whilst sporting their new watch. 
At least when you get frustrated with a 
tough element in the game, plummet to 
the ground and bash your work top with 
frustration, you won't break your watch! 

The watch will be a limited edition of 
400 - which is not many at all considering 
the amount of copies of the game Psygnosis 
are bound to sell. ■ 



Who said the police were all 
dead and buried? 



Age of Empires 

Publisher: Microsoft Released: October 

Microsoft's second entry in this month's recommended section comes courtesy of the acclaimed Age of Empires. By mixing elements 
of Civilization with certain attributes from the real-time strategy genre, Microsoft have arrived at a game that's as compelling, addictive 
and demanding as any other we've seen. Beautifully animated characters, lush, highly detailed environments and intuitive controls 
make this Microsoft's finest gaming moment. 


Close Combat 2 

Publisher: Microsoft Released: October 

Microsoft are getting serious about their games and it's starting to show, thanks to cracking titles like Close Combat 2. Based on 
Operation Market Garden in the Second World War (immortalised by the film 'A Bridge too Far') Close Combat 2 ranks as one of the 
best real-time titles yet released. Players can take command of Allied or German troops for a campaign that can ebb and flow just 
like the real thing. The level of command is truly amazing, with players able to order individual troops to crawl, run, walk and even 
hide! A great title. 


Broken Sword II 


Publisher: Virgin Released: October 

If you played the original then you'll know exactly what to expect from this classic point 'n' click adventure. If you didn't, then it's 
about time you found out what you're missing out on. With sumptuous graphics, superb voice-overs, a gripping plot and some tough 
puzzles, this is destined to be one of this year's Christmas crackers. If you're after a game that's going to challenge your intelligence 
rather than your dexterity, then this should do the trick. 


ULTIMATE PC 1 ISSUE TWO | OCTOBER 1997 



















XX 





WARNING! 

RISK OF CONTAMINATION 


"COULD SPREAD 
LIKE THE PLAGUE” 

PC REVIEW 




^ . • • 

irnC'jriPicaRl. ^ 


^ THE STRATEGY GAME UNIQUE TO YOUR OWN PC # 



# CHALLENGE AN EVIL PRESENCE IN YOUR OWN PC 

WIN95 

# COMRINES STRATEGY & ARCADE ACTION IN A FULL 3D ENVIRONMENT 

# UNIQUE COMBAT TERRAIN BASED ON YOUR PERSONAL FILE DIRECTORY 

# EXPERIENCE YOUR GRAPHIC IMAGES & SOUND FILES AS YOU NAVIGATE THROUGH YOUR PC 



PC USE R 


kj)\ 


SAFE 


TELSTAR ELECTRONIC STUDIOS LTD. Jhe Studio, 62-64 Bridge Street, Walton-on-Thames, Surrey KT121AP 
Tel: 01932 222232 Fax: 01932 252702 e-mail: tes@telstar.co.uk web site: www.telstar.co.uk 

© 1997 Kidum Multimedia. ® 1997 Telstar Electronic Studios Ltd. 
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Workin Progress 


Di%Lvhng Board 


cV&c: 



Not since the heady days of the C64 
and hits such as Commando and 
Paperhoy, have Eiite been promising 
to deiiver such strong tities. We 
take a iook at a few of the best. 


BACKGROUND TO ELITE 

Elite Systems was started in 1994 by Brian and Steve Wilcox. The company objective was to satisfy the 
ever-increasing demand for top quality home computer game products. Elite achieved immediate 
success with their now classic products, including Airwoif, Frank Bruno's Boxing, Commando and 
Paperboy and they have won numerous awards over the years for their top quality games. Following the 
decision to discontinue its own publishing activities, the company focused their attention - and 
extensive experience - on addressing the demands of international publishers. 

Elite have neared completion of their fantastic Direct 3D game engine and have been hard at work 
making some fancy new games with it. The first batch of titles in development put you behind the 
wheel of various vehicles. ■ 



iTiimOTWl 

As well as all the driving 
games Elite have on the 
drawing board, they're also 
working on this 3D 
platformer. After being a 
massive Gameboy hit, the 
flamboyant Dr Franken 
returns, this time on the 
rather larger PC and in 
stunning 30. Dr Franken is 
Elite's first 3D platform game 
to date and has only been in 
development for a few 
months. In this title you'll 
guide Dr Franken around, 
solving various clues. The 
game is scheduled for 
completion in the first 
quarter of '99. 





KPH 



PH, which is in development, puts 
I you in the driving seat of several 
different fictional motors. Much in the same 
style as Screamer 2, but faster, KPH lets you 
race around many different tracks set in exotic 
locations around the world. As well as looking 
fantastic and handling like a dream, the racer 
will allow four players to play at once on one 
screen - so no more lugging your PC round to 




This game^ when finished, will feature a 
four way multiplayer mode so you can 
race against your mates on one PC screen 



your mate's house or paying expensive phone 
bills. You can now huddle round one screen 
and race it out, rather like N64 owners have 
been doing with cutesy buggy racer Mano 
Karts. When finished, the racer may feature a 
weapons option so that you can blast away 
any undesirables that get in your way, as you 
speed recklessly around the fast paced tracks 
within the driving game. ■ 



This game has all the 
fast-paced action of a top 
class arcade racing game 
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Workin Progress 




If you prefer the speed of 
an enclosed track. Touring 
Cars is the game for you 


TOURING CARS 



nother game to utilise Elite's Direct 3D 
engine is Tounng Cars. It's circuit racing 
this time, so you won't have any 
problems knowing which route to take! The game 
features all the usual racing game stuff such as 
pit stops, best lap times etc, as well as the added 
excitement of saloon car racing. Unlike Formula 
1, which can become repetitive with cars simply 
following each other around like so many sheep, 
this style of racing is full of action with plenty of 
overtaking and motorised mayhem. 

The fast paced circuit racing will see you 
compete in several different American race 
tracks, including racing around NASA with some 
nice views of the Space Shuttle in the 
background. It's up to you to reach first 





FORD CHALLENGE 



ancy haring around the street of San 

_I Francisco rather like Steve McQueen in 

those rather swanky adverts? Then Ford 
Challenge is the game for you! 

There are Land Rovers and sports cars to pick 
from and you can choose to race all the different 
models against each other, or just compete in the 
same car. The courses have many different routes 
and it's up to you which one you pick, depending on 
which vehicle you have - if you've got the Land 
Rover you can do a bit of off roading and take a 




position before the others, so you'll have to 
make sure you don't crash your vehicle - that 
makes you lose, you know. ■ 



quick shortcut across rough terrain, or simply choose 
a sports car and race around on road. There are many 
different locations, from country lanes to the streets 
of San Francisco, with their famous big hills, which 
make for some exhilarating if rather bumpy racing. 

The game boasts super realistic handling for each 
type of vehicle: the Land Rovers will be slower than 
the faster cars but will be able to traverse bumpy 
terrain with ease. It's up to you which vehicle you 
pick but if you choose the Land Rover don't forget 
your green Wellington boots and posh toff accent. ■ 



When the race is over 
there's a replay option so 
you can see your victory 


DIRECT 3D 




Elite have finished work on 
their Direct 30 engine. The 
new engine features high 
resolution, high colour games, 
running at high frame rates. 
The direct 3D engine can 
create a full 30 environment, 
with dynamic lighting and 
spectacular highlights 
allowing for lighting effects 
such as headlights. 

The engine itself works 
across a wide range of 
hardware 3D cards. Polygons 
can be rendered using any or 
all of the following features; 
Mip-Mapping, Bi-linear 
interpolation, texture 
mapping, Z-buffering 
perspective correction and 
transparency effects. In game 
objects can be animated or 
deformed on a vertex level, 
and texture maps on a face 
per level. 

In plain English, these 
are all complicated ways of 
adding very detailed textures 
to polygons to make them 
appear more realistic. 
Additionally, animations can 
be preset, allowing, for 
example, cars which crumple 
effectively under collision. 


OCTOBER 1997 | ISSUE ONE | ULTIMATE PC 























FirstSighting 


Test Drive 4 


Test Drives back with six new tracks, fourteen cars and an eight piayer network mode, aii 
wrapped up in the giossiest presentation this side of your iocai arcade... 







Publisher 

Developer 

Price 

Release 

Web Site 

Players 


Electronic Arts 
In-house 
£39.99 
November 
www.ea.com 
1 - 8 


riving titles are undoubtedly one 
of the most popular types of 
games on the PC, so to stand out from 
the crowd, developers are having to work 
extra hard to make their racers bigger and 
better than the last. Electronics Arts are 
no exception and their latest attempt. 
Test Drive 4, could prove to be just what 
weVe all been waiting for - a home PC 
racing game with the graphics and sheer 
speed of real arcade games such as Sega 
Rally and Ridge Racer. 

Test Drive 4 is 3Dfx compatible, so you 
can expect the tracks that are featured 
to be very realistic indeed. It's very rare 
that we get to see a home game that can 
match the fast and furious arcade style 
of gameplay, but every once in a while 
a game comes along that does manage 
to capture the heartstopping thrill of 
driving at great speeds and 
escaping a crash 
by the skin 


of your teeth. When that happens, we get 
very excited indeed 

Obviously one of the most important 
features of this type of game is the layout 
and design of the tracks and this is an 
area where Test Drive 4 could quite possibly 
excel. The six tracks are modelled on real 


As you can see, it seems that Electronic 
Arts are intent on bringing some of the 
most detailed tracks yet seen to a home 
system, hopefully adding a bit of spice 
into the racing game genre. Some of the 
background scenery on the six tracks is 
stunning and adds some real atmosphere 


A game that captures the heartstopping 

thrill of driving at great speeds 


locations around the globe, including such 
delights as driving up through the Lake 
District and taking in the sights as you 
speed around the course. You can gasp in 
awe as you travel through the Italian Alps 
- expect to feel car sick while negotiating 
these twisting mountain roads - or drive 
like a maniac on the German Autobahn. 
If cities are your thing, you can watch out 
for the busy traffic in city of San Francisco 
and Washington DC and if you haven't had 
enough already, you can make your way 
through the streets of Japan. 


to the game. The road surfaces also change 
depending on your whereabouts, so one 
minute you could be driving along a nice 
freshly tarmac road and the next bumping 
along an old cobblestone street. Track 
width can also vary a great deal: whilst 
some of the roads have ample room for 
two cars to jostle, others barely have room 
for one, so skillful steering is essential. 

Pick a car, any car 

Not content with six realistic tracks. Test 
Drive 4 also gives you the opportunity to 




ULTIMATE PC | ISSUE TWO 1 OCTOBER 1997 


















FirstSighting 







over a modem and trying to force your 
seven opponents into a huge pile up! 

If multiplayer games aren't your thing 
don't worry, because the single player is 
catered for as well with several different 
modes of play. The final game will also 
include a single race competition and the 
International Rally Circuit, which gives 
you the chance to race over all the tracks 
and hopefully become the overall winner. 
Then there is always the opportunity for 
a single player to come back to Test Drive 
4, time and time again, to attempt to 
better race and lap times and hone your 
driving skills to their peak. 

Electronic Arts are currently adding 
the finishing touches to this game which, 
if all goes well, should be in the shops 
sometime in November, just in time for 
the Christmas rush. From the early demo 
that we've seen it certainly shows a lot 
of promise, so buckle up and start your 
engines for the ride of your life. ■ 


Test Drive 4 allows players to take control of the gears manually or have them 
on automatic. Obviously manual gears will give your car a faster top speed 


choose from fourteen licensed cars. If 
there's a particular car you've had your 
eye on but can't quite afford, now's your 
chance - well almost. Test Drive 4 features 
some older classic cars and spans right up 
to the minute with some of the modern 
super cars. You can choose from one of 
the following: 1969 and 1997 Corvette, 
1967 Pontiac GTO, 1969 Camaro, 1970 
Chevelle, Shelby Cobra, 1998 Dodge Viper 
GTS, Dodge Challenger, Dodge Charger, 
Plymouth Cuda 426, Plymouth GTX, TVR 
12-7, TVR Cerbera and finally a 1995 Nissan 
300ZX. Phew! 

One of the more interesting features 
of Test Drive 4 is all the oncoming traffic, 
which, if you collide with it, can have a 
devastating effect on your race position. 
Flowever sometimes it can also be quite 
satisfying to smash into these Sunday 
drivers. Pedestrians also stray out from 
behind the barricades and it goes without 
saying that these should be avoided at 
all costs - that's unless of course it may 


mean the difference between winning and 
losing. Do watch out for the police cars 
though, as they will be right on your tail, 
trying to force your vehicle off the road. 

Let me play 

Test Drive 4 also features the facility to 
play over a network with eight players 
and hopefully this feature will add a real 
arcade feel. Just imagine battling it out 


Each of the fourteen cars In the game has been recreated In amazing detail, 
although the designers do seem to have missed off the go-faster stripes! 






The attention to detail In 
the graphics appears to 
be of stunningly quality 


niVl THE BflAll 


If you've been longing to 
drive to some exotic places 
but can never seem to find 
the time. Test Drive 4 will 
give you the opportunity to 
travel through six very well 
known foreign locations. 
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There is, it would seem, an 
ongoing contest between the 
developers of racing games, 
to see who can come up with 
the most outlandish idea. This 
is fair enough I suppose, since 
it means each game will be 
more original than the last. 

The most successful idea 
so far is probably the brilliant 
hovercar racer Wipeout 2097 
from Psygnosis, with its super 
smooth high speed graphics 
and totally cool soundtrack - 
although Extreme G looks like 
a new contender. 

But the variety is immense, 
and there is always room for 
more. The simplicity of the 
race as a contest is both an 
ancient and eternal concept, 
and the challenge is only to 
try and find new variations 
on this theme. 




After the deregulation of the air transport business, the competition 
to claim the best routes quickly became quite intense... 


Publisher 

Europress 

Developer 

Inner Workings 

Price 

TBA 

Release 

February 1998 

Web Site 

TBA 

Players 

1-8 



Hitting a canyon wall at 
that speed could be nasty 


ouVe done it all. You've raced 
on bikes, you've raced in cars, 
you've raced in hovercraft - and you've 
won everything there is to win. Now you're 
feeling like nothing can possibly be a 
challenge ever again. But wait, what's 
this? Plane racing? You must be crazy... 

Plane Crazy, in fact. It's fast, it's very 
exciting, and it's a new game from Inner 
Workings. Although not due for release 
until next February, what we know so far 
makes it well worth waiting for. The basic 
idea of the game is simple: what you do 
is race around a series of complex and 
hazardous multi-lap courses in a high 
speed stunt plane, picking up powerups 
along the way, and trying to win enough 
prize money to customise or tune up 
your plane. 

The brightly coloured planes have full 
six-degree control, and are all based on 



post-war competition flyers, with both 
monoplane and biplane designs available 
for you to choose from. You have several 
set-up options before the race begins, to 
configure the plane you have chosen to 
your own requirements - which is always 
a good option in a racing game, since it 
enables you to try your own ideas out, in 
an effort to make your plane just that bit 
more competitive, and to develpp your 
own flying style. 

yii.-i I' iij 

There are a number of different courses, 
all cleverly and deviously laid out, with 
many obstacles and hazards along the 


way, all beautifully rendered in full 3D. 
You get to fly sideways through narrow 
canyons and race through giant hoops at 
ridiculous speeds. 

You can enjoy the thrill of competing 
against up to seven other players - who 
can be linked either via LAN or Internet 
connection - or play against the machine 
controlled flyers. The race type options 
include a league system, where you can 
see how well you are doing against your 
friends, and time trials against the clock, 
amongst others. 


Plane Crazy will feature superb graphics 
and a full stereo soundtrack, thanks to 
its full DirectX compatibility. The game's 
publishers. Europress, have also announced 
that all major 3D graphics cards will be 
supported, including the new PowerVR 
board - which should guarantee super 
smooth playability. 

Plane Crazy will be priced at around 
£40 when it comes out in February, which 
gives you plenty of time to start saving 
your pennies! Keep an eye on this one - 
we hope to review it in this magazine 
closer to the release date. ■ 



Well if Han Solo can do it in the Millennium Falcon, surely I can do it in a tiny 
little plane like this. Flip it over on its side, plenty of throttle, and oh sh... 
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Pax Imperia: 



Eight hundred worlds to explore, eight types of playable aliens and a 
stunning 3D comhat system, what more could you ask? 



Ok, so no-one said aliens have good dress sense, but being grown in a huge 
glass vat under the scrutiny of a bunch of humans is not going to help! 


W 


ith space exploration being 
1 one of the current 'in' things 
for a spot of fast and furious gaming, 
Pax Imperia: Eminent Domain just begs 
to be played, and played, and played. 

It offers a staggering eight hundred 
worlds to explore, colonise or gently orbit, 
while breathtaking hi-res views scroll 
across your screen. As one of eight 
races, it is your job to build a huge 
galactic empire, spanning hundreds of 
lightyears. It is also your job to keep 
everybody else's grubby mitts off it! 

To aid in the growth of your domain 
there are hundreds of technologies, 
which can be researched and developed 
through various means, including new 
starships and planet based advancements. 
These resources and advancements are 
especially vital if your culture is to 
survive the onslaught of other races, 
who are also totally dedicated to the 
domination of the known universe and 
the total eradication of all other 
inferior races! It is a simple matter of 
the survival of the fittest in this world, 
as you blast off with a fleet of horribly 
beweaponed star cruisers, flitting from 


distant planet to distant planet (via a 
very easy to use interface and intuitive 
navigation system)... 

War Or Peace? 

To keep in full control of their galactic 
civilisation, players must be able to 
balance economies of quite gigantic 
proportions, and to use their wit and 
guile to out manoeuvre neighbouring 
aliens. Diplomacy plays a big part in 
the game - along with the ability to 
establish comprehensive X-Files type 
government security agencies and thus 
keep all the alien infiltrators and spies 
at considerably more than arm's length. 
Being the peaceful, enlightened, new 


age players I know you all are, you will 
undoubtedly wish to negotiate for a full 
and lasting galactic-wide peace with 
your new, albeit strange allies. 

War! What else? 

If however, taking over the universe by 
cunning, diplomacy and being nice to 
strange war like creatures is not quite 
your cup of tea, then of course you can 
chose an alternative route: WAR! If you 
decide hostility is the only answer to 
your particular off-world problem, then 
prepare to immerse yourself in the most 
advanced real-time 3D combat system 
ever designed for this type of game. 
Watch and gloat as your battle cruisers 
deliver certain death to the puny, pitiful 
unbelievers of some tiny, undeveloped 
backwater planet... 

Unlike other games of the genre. Pax 
Imperia: Eminent Domain can handle up 
to sixteen human or computer players at 
once, on a LAN or Internet connected 
machine. So you can play your friends, 
wherever they are! 

Eminent Domain is gonna be huge! I 
personally can't wait to get my paws on 
it. When we get a full version of this 
game, it's mine, all mine. You guys will 
be the first to hear the outcome! ■ 





An advanced real-time 3D combat system makes massive space battles easy, not to mention fun. So next time you're 
aimlessly floating around in space with a mass of beweaponed star cruisers, declare war just for the hell of it! 


Publisher 

THQ 

Developer 

Heliotrope Studios 

Price 

£29.99 

Release 

Out Now 

Web Site 

www.paximperia.com 

Players 

1 - 16 





The stunning graphics 
make this game a dream 
to watch and play 


SPECIES 
BY nESlCIV 


An Impressive choice of 
eight vaguely human 
looking species are on offer 
within Eminent Domain, 
which are chosen or rejected 
from a very easy to use screen. 
If none of this motley crew 
tickles your fancy though, 
it's possible to design a new 
race to your own exacting 
standards, using a highly 
innovative and effective 
species design system. 
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uttep did it: 

An Interview with Chris Butler 
The man behind the eighties ciassic war game, Commantio, fights back with his new 
game. Crime Killer. David ireiand puts a few questiens te Mr Butier abeut his active 
past and exciting new game. 
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Mr Butler is always 
happy to pose for the 
camera - just don^t ask 
him to be serious 


Chris Butler's new game. Crime Killer lets you apprehend trouble makers in a full range of vehicles. Take to the air or 
stay on the ground with these two racy looking 'mobiles. Bikes tend to be great for weaving in and out of traffic 


his month we find time to 
have a chat with the main 
man behind a whole host of excellent 
games, past, present and no doubt in 
the future. The game of the present is 
Crime Killer, a futuristic police racing 
game set to compete with Psygnosis' G 
Police, Vie talked exclusively to Chris 
Butler about his new game and his new 
company, Pixelogic -> oh and let's not 
forget about the classic Commando', 

UPC: You have quite a reputation, dating 
back to the days of the C64 and the old 
classic Commando, Can you tell us a bit 
about yourself and how you first broke 


into the demanding and technical world 
of programming? 

CB: I started at school like many other 
coders, building radios, ZX80s etc. Then it 
was on to Basic on the Nascom, though I 
never wrote a game for it. The Commodore 
came after that, when I wrote Commando, 
among others. I went on to the SNES and 
then arrived here on the PSX and PC. 

UPC: Was it any easier in those days to 
get started, or was programming always 
as daunting as it seems now? 

CB: It was far easier and a lot less work 
back then. Probably about 100 times 
less work - there was less red tape and 
not as much competition about as there 
is now either. 


Headlights are so important when 
moving at pace down dark alleys 


UPC: What game have you been most 
proud of, and how long did it take to 
conceive the idea at the beginning? 

CB: My most commercial success was 
Ghosts and Goblins on the C64. My own 
personal favourite was 720, which was a 
skateboarding game. I was right into 
skateboarding at that time and I had 
the arcade machine in my front room! 
UPC: Do you think most computer 
games programmers take a lot of 
influence from their peers, and is 
that healthy? 

CB: Young programmers certainly do 
benefit from the resources available 
today, such as newsgroups. I think 
much of what is said is to massage the 
gurus' egos though, rather than to be 
constructive though! However much 
help there is on the basics, it takes a 
whole lot more to make a difference in 
the industry, especially in today's busy 
market. The level you need to reach in 
order to be classed as even an average 
commercial games programmer is far 
higher than when I started. 

UPC: You recently set up your own 
company called Pixelogic, can you 
tell us about what drove you to start 
up business? 
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CB: I had pretty much achieved all of 
my short term goals in my years in the 
game industry and felt it necessary to 
start a company. This throws up many 
new challenges, not least of all keeping 
the lads in gainful employment. 

UPC: What plans do you have for the 
company? Are there any exciting titles 
being worked on at the moment? 

CB: Obviously our immediate goal is to 
finish Crime Killer. It's a game that has 


Do you think there's still scope to 
develop new titles? 

CB: I enjoy casting a cynical eye over 
the industry every now and again and 
most of the gameplay elements have 
been used many times before. Every 
now and again one sees something a 
bit special that keeps you motivated. 

Just as you think there is nowhere 
else to go with games, or a particular 
genre, someone comes along and proves 


Bor every innovative game that sells 
there is a stack of other, failed games 


been developed alongside a fledgling 
company, and I hope that the level of 
enthusiasm and dedication to detail 
shows through on release. 

We certainly want to take advantage 
of the technology we have developed 
next year. The engine I have written is 
extremely fast and flexible, so we have 
an excellent base to build on. 


UPC: What would you like to see happen 
to games and gameplay in the future? 



you wrong. Obviously, we hope to be 
that company. 

UPC: You have been in the business 
for some years now, what do you think 
of the industry today? 

CB: It's hard. There's much more money 
involved - and with that comes more 
responsibility and more red tape. When 
I started I didn't have to worry about 
what the Japanese/Americans/Germans 
were doing. 




The industry is also very risky now for 
a startup company. It's difficult to be 
uncompromising on concept and 
design when the game is so essential 
to your short term future. For every 
innovative game that sells millions, 
there is a stack of other failed games 
-and failed companies. It's a matter 
of striking a medium between a game 
that all the guys would love to write, 
and something that is popular. 

UPC: What do you make of all the 
changes you have seen over the past 
years, like Internet link up and the 
use of 3D? 

CB: When I look back to my early days 
and then look at my monitor at work, 
it seems that it's a different world - 








There is really no time to 
bother with those 
breathalysers, fust shoot! 



So what does the Crime Killer have in store for us law abiding dtizens, who love to spend time at neighbourhood watch meetings and speaking to Mr Plod on those rare visits to 
school. This game is no soft touch: as a police enforcer you must keep the peace, even if it means causing havoc in the process. 

As a futuristic police game it has some similarities to the new Psygnosis game G Police. For a start they are both set in the future, about a hundred years in the future to be 
precise, where the world is on the brink and crime has escalated way above average. Where G Police gives you the Havoc aircraft. Crime Killer boasts three vehicles to choose from: 
Turbo Control Car, Bike or "Wing" (a fixed altitude aircraft). With these machines you must race through twenty or so missions, battling against kidnappers, hijackers and 
terrorists. Your mission briefs are given to you by your in-vehicle hologram. 

Chris Butler and the gang have spent ages perfecting their engine for the game, which promises to give you a more realistic experience. The camera views change on braking 
and acceleration, as well when leaning into corners. The speed of the game is surprisingly 60 FPS and it's all in a glorious 3D world, through which players are free to roam 
wherever their mood takes them. The team have painstakingly designed futuristic freeways, ghettos and industrial wastelands for you to kick up a fuss in. 

The emphasis of the game will be on racing and chasing. Players will be able to replicate classic cop film scenes with equally impressive stunts. The gameplay looks to be 
similar to Chase HQ - let's hope it will be as classic a game. 
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In you vehicle you will 
have a map so you 
know where you are 


COMMANDO 


TOrmmiTra 

Commando was a great 
little game. At the time 
the graphics were 
considered stunning but 
the game itself was a bit 
of a tough cookie. You were 
dropped off by helicopter, 
just like those 'Nam flicks, 
and left to your own 
devices. Players walked 
through level upon level, 
collecting and throwing 
grenades at anything that 
got in their way. Bullets 
were slow enough to avoid, 
though occasionally you 
would walk into one or 
two, and the addiction 
level was very high. Simple 
- but very effective. 





There are many comparisons with Chase HQ, especially the fact that most of the time within the game you are 
burning around, chasing speeding bank robbers and undesirables. Good job you're not alone — team work is the key 


things have come quite a way. 3D is a 
must these days, 2D's been done to death. 

The 3D environments that are been 
produced today are far more immersive 
and enhance the game tremendously, if 
used in the right way. The Internet is 
still a niche market though - speed is 
everything and the Net just ain't got it 
yet. It certainly offers up plenty of scope 
though... in theory. 

UPC: Do you think these things are 
likely to be drastically improved 
over the next few years, or have we 
reached a certain level? 

CB: As I said, there is always a level, 
and there are always companies that 
push that higher: these are the companies 
that survive. As for technology, I think 
that probably will reach a fixed level - 
once we can forget the colour depth 
and polygon count you're pretty much 
there. I doubt we'll be seeing that real 
soon though. Maybe 10-15 years might 
do the trick. 

UPC: So where do you see computer 
entertainment moving to next? I always 
thought that those 3D shades were a 
good idea... 

CB: I'd love to know this one! The most 
applicable line in this job is 'and this 
too will pass'. 

UPC: You now have a new game in the 
making. Crime Killers, What gave you 
the inspiration for that? 



Another happy customer goes off 
with a bag full of ammunition 


CB: I always liked Chase HQ, I had the 
idea even before the engine. Then there 
appeared to be a gap in the market with 
the many racing games out there - the 
only games like this tend to have very 
poor vehicle handling, something I think 
we have managed to get a real handle 
on with this title. A police game is also 
quite a strong theme, which is really 


tremendously important these days - 
not only to get a publishing deal but 
also to get the marketing guys behind 
the project. 

UPC: What are the main aspects of 
the game? 

CB: It's a police driving/shooting game, 
mission based, with handling that lets 
you screech round corners, blasting at 
bank robbers and other undesirables. 
The environments are varied from city 
streets through wastelands to futuristic 
racetracks. Add to this three vehicles 
to choose from (car bike and wing) all 


with different handling and weapons, 
and you have a game that people pick 
up and don't want to put down. 

UPC: What essentially are you trying 
to achieve with the game? Why do 
you think it'll be a success? 

CB: We hope that Crime Killer will be 
successful for the reasons that we like 
it: because of its cool feel and exciting 


gameplay - any other reasons for making 
it sell by the bucketload will obviously 
be equally welcome! 

Ultimately I do the job, so I can do 
the job, like most people working in 
this industry. 

UPC: So does Crime Killer spell success 
for Pixelogic? 

CB: We certainly think so. The feedback 
has been very favourable so far and we 
have enough time left to really make it 
the product we have all hoped for, which 
is quite a rare thing in development these 
days. It's looking great for us. ■ 



The Internet is a niche market — speed 
is everything and the Net ain't got it 
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Over the years there have been many 
attempts to make the proverbial good 
science fiction movie, but ask anyone 
to name one, and the chances are that 
you will get the same answer every 
time — Blade Runner. It stands alone as 


the ultimate vision of a possible dark 
future and has millions of dedicated 


fans worldwide 


To make a computer game of such 
an all-time classic is always a risky 
business. The challenge is to avoid the 
'not as good as the original' trap that 
has claimed so many sequels, 
novelisations and spin-offs, while 
ensuring the new version still meets 
the expectations of its audience. So it's 
with profound relief that we can bring 
you an exclusive preview of 
Westwood's brilliant interpretation of 
the best science fiction film ever made 


for the big screen. Not only is it 
looking worthy of the Blade Runner 
title - it could also be the most original 
adventure game ever on the PC. 








The neon-lit streets of Ridley Scott's future Los Angeles are utterly authentic. Your character McCoy moves through the same world as Deckard, and 
you will meet the same people. The action which takes place in the game is concurrent with the storyline of the movie and the two paths may cross 



le are a) 
:-Kampf 


Science fiction used to be regarded as a field of literature 
incapable of supporting serious writing, being concerned 
^ mostly with scantily clad space-babes, improbable 

rocketships and bug-eyed monsters, but the writing of 
Philip K. Dick changed all that forever. His many novels, 
such as Martian Time-Slip, The Zap Gun, and the Hugo 
award winning The Man In The High Castle were full of 
dark metaphorical imagery, often relating to his own 
JUlflHHI troubled psyche. He suffered throughout his life from a 
seizes of psychological breakdowns, and his physical 
L health was ruined by his dependence on amphetamines, 

which he used to maintain his 60 pages a day writing pace. His stories dealt 
with profound concepts such as truth and falsehood, life and death, and the 
nature of what was real. It was his 1968 novel Do Androids Dream Of Electric 
Sheep which formed the basis of Ridley Scott's 1983 masterpiece Blade 
Runner. The title of the film is derived from the book by William S. 

Burroughs, Blade Runner, A Movie. 


mi 


This was how the future would look, 
somewhat like the present but much worse 


start of the whole cyberpunk genre, 
and stands today as one of the few 
truly great science fiction films. 

There are a great many people 
who really love this movie and the 
company set up to handle the rights 
and licensing agreements, the Blade 
Runner Partnership, are well aware of 
this. So when they decided to licence 
a computer game based on the film, 


they had to be sure that the finished 
product would live up to everyone's 
hopes and expectations. 

The people they entrusted with 
this awesome responsibility were 
Virgin Interactive, the software 
publishing branch of Richard Branson's 
business empire. Virgin in their turn 
enlisted the skills of Westwood 


Studios, a games company with some 
impressive titles to their credit, 
including Command & Conquer and the 
Kyrandia series. 


I'll tell you 
about my mother 

They knew from the outset that this 
game was going to have to be 
something really special. There was a 


Blade Runner game released shortly after 
the film appeared, roughly about 1985. 
It was a rather primitive 8bit shoot-em- 
up and was played on the Spectrum or 
Commodore 64. If you've never heard of 
it, join the club. It sank without a trace 
and doesn't even appear on those disks 
of classic C64 games you can get if you 
like that sort of thing. 


O idley Scott's seminal science 
fiction adventure Blade 
Runner was released in 1983 and has 
become recognised as one of the 
finest movies ever made in any 
genre. Based on the Philip K. Dick 
novel Do Androids Dream Of Electric 
Sheep, it brought to the screen a 
brooding mixture of film noir and 
detective story, set in a vision of a 
dystopian future where everything 
was falling to pieces, including the 
people. Set in Los Angeles in 2019, 
the look of the film was utterly 
convincing. This was how the future 
would look, somewhat like the 
present but much worse. It was the 
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This was the fate Westwood knew 
they had to avoid. They had to create a 
game worthy of the Blade Runner name, 
something which could capture all of 
the film's dark atmosphere and give 
players the feeling of being part of the 
action inspired by the film. 

In order to do this, they decided 
that no conventional game engine would 
do. Rather than bolting a few FMV cut 
scenes onto another Doom-clone, they 
elected instead to create what they have 
described as a whole new kind of video 
game. And it doesn't just look good - in 
fact it looks bloody brilliant... 

It's not an easy thing... 

The game is finally due for release in 
November, and Virgin have given us a 



With the right questions, 
you may find the truth 



Preview 


Perhaps the most memorable cha>'acter in the film is the 
replicant Roy, played by Rutger Hauer. His quest to meet 
his creator and his plea for 'more life is a powerful 
in the movie. Having a life span of only a few yeaj-s, t^e 
replicants have time to develop only child-fi^e emotions 


JAiMli’L 



rolling demo which you can view on are recreated among the 140 

our cover CD-ROM this month. As you locations in the game, as well as 

can see they have got it looking just totally new scenes, so you can 

about perfect. At first glance it's explore the places visited by the 

difficult to distinguish footage from replicant hunter Deckard and look 

They knew from the outset that this game 
was going to have to be really special 

the actual film and shots from the into corners he has never seen. Syd 

game. The dark and moody lighting, Mead, production designer on the 

the run-down, retrofitted technology, film was called in as a consultant for 

and the ubiquitous neon signs are all the game, and working with 

there. Many of the sets from the film Westwood's artist Aaron Powell 



The game captures perfectly the run-down feel of Blade Runner's dark 
future. The film's designer Syd Mead helped create the look of the game 
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While not a direct copy of the movie, many of the locations within the game 
will be recognisable, although there are also a few new areas to search... 


opponents will take cover behind That's the spirit 

walls and cars, and the environment In the game, you play a character 

is fully interactive. This does mean named McCoy, a policeman and 

that the game has a minimum spec of replicant hunter doing the same job as 

Those totally spot-on graphics 
are all rendered in real time! 


produced some of the most totally 
stunning artwork ever seen in a 
computer game. When you see the 
demo and these screen shots, you 
may be forgiven for thinking that it is 
just another pre-rendered point-and- 
click puzzle solver, but this is most 
definitely not the case. Those totally 
spot-on graphics are all rendered in 
real time! 

The characters can move around 
objects, and be seen through 
windows. In combat, the AI 


Deckard - Harrison Ford's character in 
the film. You guide McCoy through 
21st century Los Angeles, looking for 
clues to help you track down the 
replicants you are paid to 'retire'. In 
the world of 2019 the products of 
gene-splicing technology are 
everywhere, in the form of pet animals 
and living toys, and other, more 
sinister applications. 

Replicants are genetically 
engineered artificial people 
manufactured by the Tyrell Corporation 
for use on the outer planet colonies as 
labourers, warriors, and recreational 
entertainment. Because of their 


a P90, but when you see the 
incredible level of detail this seems 
almost ridiculously low. However, the 
sheer size of the game means that it 
comes on four CD-ROMs. 


McCoy moves through a real-time rendered 3D environment, and can move in and out of objects and behind glass 
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Games produced as part of the merchandising for a film have suffered for their art over 
the years. In most cases, the movie's title have been bolted on as an afterthought to an 
existing game engine, and usually a pretty poor one at that. As a general rule,, if a game 
is worth playing, it should be strong enough 
to on own 

support of another or FMV sequences 
swept up from the cutting-room floor. For 

example of this, see the review of Pr 

Waterworld in this issue. However, recently ^ I 

games designers seem to have twigged that ^ ^ \ 

a poorly produced game will not just 

because shares a name with a box-office 

hit and have started producing some first 

rate Some the current Star Wars 

games as X-Wing the 

soon to be Knight are 

games own as Star 

However Blade Runner looks 
become the one 
other are 


Preview 


With revolutionary voxel/polygon rendering and precisely duplicated lighting effects, the cut scenes form the 
game replicate some memorable shots from the film. Here, a spinner vehicle approaches police headquarters 


stunted emotional development and then progressively re-rendered to bring 

exceptional physical prowess, they are up an almost infinite amount of detail, 

highly dangerous. Their presence on The camera can be rotated within 

Earth is illegal and punishable by the image, just as in the movie. 

You have access to all the advanced 
technology used by Deckard in the film 

summary execution. To help you in enabling you to see round corners and 

your task you have access to all the magnify tiny objects. Since there may 

same advanced technology used by be clues hidden almost anywhere, this 

Deckard in the film, including the is a most useful tool! There is also a 

Voight-Kampf testing machine, device called KIA, a sort of high-tech 

designed to detect replicants by personal organiser which keeps track of 

measuring their emotional responses, the various clues and connections you 

as well as the ESPER, the machine have discovered, and helps you sort 

Deckard used in the film to analyse a out the evidence from the red herrings, 

hologram photograph of the replicant 

Zhora's apartment. In the game the It^S llkO hdVing dll itCh. .. 

ESPER can be used to zoom in on 3D Among the many characters in the game 

images captured in-game which are there are 13 suspects for McCoy to 


investigate, any five of whom may be 
the replicants he is looking for, but 
precisely which five they are changes 
every time you play the game. 

All the suspects will react to your 
investigations differently, calling for a 
great deal of ingenuity in planning your 
detective work. However, as in the film, 
there is an element of doubt as to your 
character's own origins - is he a 
replicant as well? This doubt and the 
moral ambiguity inherent in the task of 
retiring replicants may lead to a conflict 
of loyalties. Who said that computer 
games have to be shallow and trivial? If 
you decide to do so, you can take sides 
with the replicants you are supposed to 
be hunting down. The characters, both 
human and replicant also carry on their 
lives off-camera and interact with each 
other, so if you let them discover your 
task they may decide to start hunting 
you! The game's AI is sufficiently 
powerful to be able to cope with almost 
endless plot variations, ensuring the 
game will never be the same twice, so 
look out for our full review soon. ■ 


The Tyrell Corporation 
are the manufacturers of 
the cloned, genetically 
engineered androids 
known as replicants 
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Intrepid Ultiinate PC reporter, Phil Ceilings, ventures into the lion's 
den to find out just why Peter Molyneux left his Bullfrog behind. 


□ eter Molyneux has to be one of 
the best known names in the 
international world of computer games. 
In 1987 he formed Bullfrog Productions 
Ltd. to develop an idea he had for a new 
style of strategy game. His own unique 
approach, in which the player is cast as 
a sort of deity ruling over his minions, 
was (inevitably) copied by other designers 
and became known generically as a 'god- 
si m'. Populous was an instant success and 
has since sold over four million copies - 
placing it up amongst the top ten most 
successful computer games of all time. 

Populous was then followed up with 
Powermonger, Magic Carpet, Syndicate, 
Magic Carpet 2 and Theme Park. Each of 
these sold over 400,000 copies and Peter's 
reputation as one of the leading computer 
game designers in the world was firmly 


established. Peter then went on to produce 
the massive hit. Dungeon Keeper, before 
his departure from Bullfrog. 

In 1995, Bullfrog was purchased by 
the Californian leisure software giant. 
Electronic Arts. The deal made Peter into 
a wealthy man, whilst allowing him to 
maintain his position as Managing Director 
of Bullfrog. However, he discovered that 
working within such a large corporation 
involved spending more of his time in 
managerial meetings and less on game 
design and development, so he decided 
to resign from his position. 

His new plan was to put together a 
team of like-minded enthusiasts to just 
develop games, and leave the complex 
distribution and marketing business to 
the corporate experts. The result is his 
new firm, LionHead. 



Peter takes some time out from designing smash-hit titles like 
Dungeon Keeper to sit back and relax in the great outdoors 



Peter Molyneux 

Founded Bullfrog Productions Ltd. 

Creator of the first 'God Sim' game. Populous. 
Designer of other best-selling games; 
Powermonger, Magic Carpet, Theme Park and 
Dungeon Keeper. 

An articulate and eloquent speaker, Peter has 
given his talks at many impressive locations such 
as the British Film Institute, the American Museum 
of the Moving Image, the Dortmund Museum of 
History and Culture and also the Institute of 
Contemporary Arts. 

At one particular business symposium in 
Japan, Peter was the lead speaker, billed above 


another of the PC industry's gurus, a certain Bill 
Gates of Microsoft. 

At 38, Peter is, as one newspaper put it: 
"An eccentric character, who's still obsessed 
with games." In addition to its many secret 
passages, his home has both pinball, table 
football and pool machines. He spent several 
thousand pounds on a spedally designed board 
gaming table, with pop-up screens and drawers 
for the players. 

He also has a reputation as something of 
a party animal who loves arranging events. His 
lavish bash to celebrate the final completion of 
Dungeon Keeper has taken on legendary status 
within the industry. 
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Believing that creativity always 
flourishes best in a small scale 
family-type environment, the 
LionHead Studios will aim to 
attract the cream of the industry 
- which will be limited to a 
maximum of around 15 people. 

Molyneux's co-founders in 
LionHead are: Mark Webley, the 
producer and lead programmer 
on the chart topping jiit, Theme 
Hospital (Bullfrog) Steve Jackson, 
games author and journalist (ex- 
Daily Telegraph, London) and 
founder of Europe's leading role- 
playing board games company. 
Games Workshop Limited; Tim 
Ranee - one of the city's top 
systems analysts and also an 
ex-consultant to the London 
Stock Exchange and finally Demis 
Hassabis, co-creator of Theme 
Park and a Cambridge graduate 
with Double First Honours. 


SO FAR: 



Tim Ranee 

Ex-Technical Director at Electronic Arts. 
Developed network code for Populous. 

Cambridge graduate with a degree in 
Nuclear Engineering. 

As a systems consultant, clients included the 
London Stock Exchange and the Mormon Church. 


Tim Ranee is a highly qualified and experienced systems 
expert known to the others as 'Data'. With 11 '0' Levels 
(seven grade A), three 'A' Levels (all grade A) and two 
'S' Levels (a merit and a distinction), Tim went on to 
study Nuclear Engineering at Cambridge, graduating in 
1985. A year later he was awarded a postgraduate diploma 
in Computer Sdence for his dissertation on "Artificial 
Intelligence Techniques in Image Processing". 

On leaving academia, Tim's first job was designing 
missile guidance systems for British Aerospace. He then 
worked on a joint project designing a word processing 
programme with a friend from Cambridge, David Braben 
(designer of the best-selling space trading and combat 
game, Elite). 

This introduced him to the world of computer games 
and Tim moved on to Electronic Arts, where he became 
Technical Director, with the responsibility for resolving 
any technical problems associated with game software. 
This was in the early days of multiplayer gaming, and 
Tim worked with Bullfrog, developing the network code 
for Populous. It was here that he met Peter Molyneux 
and the two became friends. 


Between EA and LionHead, Tim has also held various 
consultancy positions, primarily concerned with managing 
information and database systems. These included the 
implementation of a cost control system for the Mormon 
Church, mapping an R:Base BTOS system to the Oracle 
RDMS for the Department of Further Education, developing 
a rigs information system for BP Exploration, designing 
an EEC-compliant safety regulation and labelling system 
for Proctor and Gamble, the unification of the County 
NatWest company database and systems work on the 
Daily Official List (ISIS) for the London Stock Exchange. 

During this period he once put a big banner up on 
a bond trading system that habitually displayed the 
message "Game Over. Please insert £1,000,000." Luckily 
for him the bond traders did see the humourous side 
of it! 

Tim has also been invited to appear as a speaker 
at various technical symposia on System Administration, 
Sybase, and UNIX. He is 34, married with one son. His 
favourite game was Frenzy - played on an old BBC 
Micro - in which he became an expert just before his 
Cambridge finals. ■ 
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Steve Jackson 

Founded Games Workshop Ltd. 

Author of best-selling Fighting Fantasy Gamebooks. 
Games columnist of the Daily Telegraph, London. 
Designer of F.I.S.T. telephone adventure games. 

Designer of BattleCards collectable card game. 

1993 European Games Champion. 

Steve Jackson is a veteran of the games industry. In 1975 
in a flat in Shepherds Bush, London, he founded Games 
Workshop to promote the original role-playing game - 
Dungeons & Dragons. Games Workshop is now the largest 
RPG company in the world, valued at $300 million on 
the London Stock Exchange. 

In 1982 he co-wrote the very first Fighting Fantasy 
game book. The Warlock of Firetop Mountain, published 
by Penguin Books. The success of this initial interactive 
adventure spawned the entire Fighting Fantasy series. In 
March 1983, FF occupied the top three positions in the 
Sunday Times best-seller charts. There are now over 70 
titles in the series, which is licensed to over 15 countries. 
Worldwide sales exceed 14 million copies. 

In 1988, Steve designed the first F.I.S.T. adventure. 
This was a role-playing game/interactive audio drama 
played over the telephone. Its success (over 5 million 
telephone minutes clocked up) lead to three further 


telephone games. The original F.I.S.T. is still online in 
Germany today. 

In 1993 Merlin Publishing (a division of the Topps 
company) published Steve Jackson's BattleCards, a new 
adventure game system in the form of a collectable series 
of trading cards. BattleCards was released over in the 
USA in 1994. 

In January 1995, Steve first began writing a weekly 
games page for the Daily Telegraph (a British 'quality' 
national daily newspaper, circulation 1.1 million). This 
comprised a main story feature, computer game review 
and three puzzle features and ran for 125 weeks, until 
Steve left to join LionHead. It was the first time a daily 
newspaper had ever given such prominence to the world 
of games and puzzles. 

Steve met Peter Molyneux during a Daily Telegraph 
interview at Bullfrog. When they discovered a mutual 
passion for board games, they arranged the first 'Games 
Night' - a continuing board game tournament. Other 
computer games industry figureheads are Games Night 
regulars also. 

Prior to his games career, Steve has been a manager 
at Knebworth Rock Festival, nature warden for the Dorset 
Naturalist Trust and ran his own wholefood restaurant. 
In 1989 he set up a specialist SF/Fantasy art gallery. He 
has also produced and directed videos. 



At the 1993 European board game Championships 
in Essen, he won the title of European Games Champion, 
Steve plays softball and blues guitar and is the proud 
owner of a vintage Les Paul Standard. He is 46 and is 
married with two children. ■ 


UPC: Okay, first things first. Can you 
tell us exactly why you left Bullfrog? 

PM: To give the reason why, you have to 
go back to before Bullfrog was signed to 
EA. There's lots of reasons why I decided 
to sell the company. The main reason is 
that Bullfrog had got to a certain size and 
no one had ever left and everyone there 
was there originally - which was thirty or 
fifty people and it was just one big family. 
The big problem was there was nowhere 
for people to go, and people wanted to 
do their own games. But what were we to 
do? We could keep expanding and run the 
risk of having too many overheads or we 
could form a partnership with someone 
like Electronic Arts. 

But for me, personally, it was a huge 
mistake because I was someone who was 
in complete control of the company - I 
knew the colour of the toilet paper that 
was in use every day and every project 
that was in production, everything in the 
company. Then I went down to being this 
tiny cog in a huge production machine. 
What I tried to do was to become a bigger 
cog in this machine - which meant me 
doing stuff that I simply am not good at. 
And because I've got a very short attention 
span, when there's a meeting that goes 
on from ten o'clock in the morning on to 
four o'clock in the afternoon, well by half 
past ten I'm out of there - my brain just 
disengages and it doesn't work. 

For about a year I used to come home 
and I used to think: 'What have I just 
been doing? All I've done is have people 
talking to me, I haven't actually produced 
anything.' So I just got more and more 
frustrated. That's when I really decided, 
you know - enough was enough, I don't 
want to do this. I had become really close 


to everyone working at Bullfrog and as 
the corporate stuff goes on you hear all 
of these secrets starting to build up. 

When we were at Bullfrog everything 
was more open; everyone knew how much 
money was in the bank and just what we 
were doing next. But then with all that 
corporate stuff you just can't tell what's 
going on. So what I decided then, was 


With everyone here we had a really 
brilliant time, it was just like the old 
Bullfrog; everyone having a good laugh, 
working well in a creative atmosphere. 
And that's when I finally decided to start 
a new company. 

UPC: Once you'd made that decision, 
how did you go about actually setting 
up the company? 


I was someone in complete control of the company 

then I went down to being this tiny cog 


to concentrate on the games, and that's 
when I made the fatal mistake. 

I thought, "Mmm... okay, how shall 
I handle this? I know. I'll concentrate on 
Dungeon Keeper. Get Dungeon Keeper done 
and then leave.' I couldn't really stay as 
a programmer at Bullfrog, because it was 
just too weird. There was still me there 
in control, but not in control. 

I thought at that time, "Well when 
Dungeon Keeper's finished I'll leave and 
set up my own group" but actually I then 
thought, 'Well, that's going to be a big 
disruptive thing. I'll go and tell the EA 
corporate.' But that was a huge mistake 
- that must be the number one biggest 
mistake I've ever made. I told them a 
year ago, last July, I said: 'I'm not leaving 
now but when Dungeon Keeper's finished, 
which I think is going to be about six 
months. Then I want to leave.' But that 
was it - a huge steel door closed off to 
such an extent that virtually the whole 
of Dungeon Keeper was bought out to my 
own house because they didn't want me 
at Bullfrog. They said: "You can't go in 
there, you're too much of a disruptive 
influence." So then the whole team upped 
and moved here. 


PM: The idea with the new company is 
to create a team that all get on together 
and are really good. The team that we've 
got going at the moment has Mark Webley 
- who was the project leader on Theme 
Hospital. Everybody knew that he was 
leaving and he was a really close friend 
and as responsible for the successes of 
Bullfrog as anybody else was. He's going 
to be working with me on the first game. 
Then there's Tim Brabbins, he used to 



Peter and the LionHead team that the gaming world is waiting on 
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rm totally pleased with it. The way that 
I work is to keep on trying out an idea 
until it works and keep playing a game 
until I'm sure it's perfect. 


UPC: So why (Hd you hit on the name 
LlonHead? 

PM: The name came from Mark's hamster. 
We went through a few name changes 
on the way though; we started off being 


work in the city on financial databases. 

He's basically going to be handling the 
programming side of things. 

If you haven't got a foundation of 
staff to work on, you end up in a real 
mess. The idea is to get someone that's 
good at something doing the thing that 
they're good at, and Tim Brabbins is 
going to be doing the mouse drivers, 
joystick drivers and all that sort of 
thing. The first game we're doing is 
true colour ultra high res. 

Then we've got Steve Jackson, who 
is pretty famous in his own right. With 
Ian Livingstone he set up the Games 
Workshop and took it on to the dizzy 
heights that it attained. He's also a 
journalist and of course a board games 
designer in his own right. Then he's 
written books - the Fighting Fantasy 
books - and he's going to handle the 
financial control, which is pretty cool 
as he knows a lot about the creative 
process. And on top of that we've got 
someone called Demis Hassabis who 
worked with me on Theme Park, went 
to university and now is back. He's 
absolutely brilliant. He was rated the 
world's best under-12 «... 

chess player and he is Thc ob|ective IS to makc thc most 

fanatical about games 
and is also a superb 


PM: Games are great. I'd really rather sit 
around and play games. It's a great way 
to get to know and meet other people. 
Drinking's good, as well as other things. 


UPC: That leads me nicely onto my 
next question: Do you do anything to 
excess at all? 

PM: Yes, I do everything to excess. I'm 
an obsessive, excessive kind of person, 
but I guess my biggest obsession is 
games. I've a room full of loads of 
different games of all sorts so I can 
just go in and pick out my favourite 
whenever I want. 


UPC: Do you ever get angry when 
things start going wrong? 

PM: Yes, I've got a lot of patience 
and then I loose it - but it doesn't 
happen very often. I go through two 
stages: There's the quiet stage which 
I suppose some people would call 
sulking, and then there's the, 'uh oh, 
he's just about to explode rather like 
a volcano!' 

I haven't been angry very often, 
but one time I was angry when I was 
at Bullfrog. I threw 
a stereo that then 

beautiful, playable, creative game ever ^ 




programmer. Then there's Jon Barnes who 
worked with me on Dungeon Keeper, plus 
we've got two artists who I can't mention 
the names of. 

So we've now got the core team of 
LionHead. We're all really good friends and 
we've got some good ideas about games 
design. The objective is to make the most 
beautiful, playable creative game ever 

UPC: Can you tell us any more about 
LionHead's first game? 

PM: No, we're not letting out anything 
on our first game for a while. All I can 
say is that it's a very ambitious project, 
and that it will only be released when 


called LionHead, and then the hamster 
died and we took that as a really bad 
sign, so then we thought of Starfish. 
Then I saw Trainspotting and they were 
all forever referring to 'your chocolate 
starfish,' so I thought, 'Christ, the press 
are going to have a field day!' - so we 
couldn't call it Starfish. 

So then we thought of Redeye, but 
Redeye had gone anyway, so we ended 
up back at LionHead. 

UPC: Do you have any other interests 
apart from games at all? What else do 
you do - how do you spend most of 
your leisure time? 


tank - which then 
exploded and so these piranhas were all 
flying out everywhere and the water also 
blew up two computers. 

UPC: What would you think if you ever 
met yourself ? 

PM: I would say that I was bad at lots 
of things. For instance. I'm a very bad 
timekeeper and very forgetful - so if I 
arranged a meeting with myself I would 
probably be late. So my first opinion of 
myself would be how aggravating I was. 
Then I would turn up, and I'm incredibly 
clumsy, so I would probably spill my beer 
all over myself. I guess I'm not good on 
first impressions. 


DUNGEOIVI 

KEEPER 

Before leaving Bullfrog, Peter 
completed his most ambitfous 
design project yet Dungton 
Keeper, released in July 1997. 
The game is a masterpiece of 
design. Packed with original 
features, receiving liighest ever' 
scores from several magazines 
and won awards even before it 
was released. It became EA's 
most successful release, and 
sold over 500,000 units in its 
first month. 

His track record includes a 
string of hits. Peter Molyneux 
designed games include: 
Populous, Powermonger, Magk 
Carpet, Syndkate and Theme 
Park. Cumulative sales of the 
titles worldwide are in excess 
of eight million copies. 

Dungeon Keeper has shot 
straight to the top of the PC 
charts in Europe and achieved 
sales of over 500,000 during 
its first month of release. 



Sn FAR: 


Demis Hassabis 

Co-creator of Theme Park. 

Cambridge graduate - Double First Honours. 

England Chess International. 

Ever since the age of four, when he taught himself how 
to play chess, Demis has been obsessed with games. 
His chess skills progressed at an astounding rate, which 
culminated in his reaching Master status > he was the 
world's highest-rated player as an under-13. 

His talent for game design also showed itself at an 
early age. In 1990, Demis entered a 'design-a-game' 
competition in Amiga Power magazine. The brief was to 
create an original game based around the general concept 
of Space Invaders. First prize was a job with Bullfrog 
Productions, recently named as Developer of the Year. 
Demis (then 14) knew he would not be able to claim the 
winners' prize. His real motive for entering had simply 
been to bring his programming work to the attention 


of Bullfrog MD, Peter Molyneux - the plan succeeded. 
Demis' entry was shortlisted as a finalist and thus his 
association with Peter was established. 

After completing his 'A' and 'S' levels at the age of 
16, Demis decided to take a year out before going to 
Cambridge. Peter brought him in to work on a Bullfrog 
project The result of this collaboration was Theme Park, 
released in June 1994. It was an instant international 
success, shooting straight to number one in the sales 
charts. The game has now sold well over two million copies 
worldwide, won numerous industry awards and features 
in the charts even now, in mid-1997. In Japan, especially. 
Theme Park has been a sensation, with merchandising 
spin-offs licensed, including toys and board games. 

Having recently graduated in Computer Science from 
Cambridge with a double first, Demis rejected tempting 
offers from the City, and also PhD places, to become one 
of the founding members of the LionHead team and so 
pursue his life-long passion for creating games. 


As well as captaining the England chess teams on 
numerous occasions and having competed against most 
of the top chess players in the world, Demis is also an 
accomplished player of many other 'intellectual' games, 
including Go and Shogi. At the other end of the spectrum, 
Demis was also Cambridge University champion at 
table football! ■ 
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UPC: Do you fed successful? 

PM: No, not at alL. Some people like Ian Livingstone 
can just walk in and everyone can tell that he's a rich^ 
bastard that's in control. I haven't got that. 

UPC: So would you want to have that sort of effdl \ 
on people? 

PM: It would be nice to try and have that confidence. ’ 
I just got a new car today and I felt dead embarrassed \ 
about driving along in it. I didn't want to stop anywhere ^ 
in case somebody saw me. I drove past some police i 
and I thought they were sure to stop me because I 
didn't look like someone that should be driving this 
car! (It's an Aston Martin). 

UPC: When did you first start programming ami on 
what machine? 

PM: I started on a cheap Commodore pet, which v^as 
this crap computer. I don't know who designed it 
someone with serious physical disabilities I exped 
because it really was the most uncomfortably design^ 
computer. It looked just like a little plastic compute! 
screen, but the keyboard was square and was virtually 
impossible to type into. Then I got an Acorn Aton% 
which was my first personal computer. I made this\ 
little scheme to steal it from where I worked like a 
James Bond scheme. 

The first game I made was a Space Invaders thing. 
Then I had a really cool machine that was 32K - and 
bear in mind that I've just loaded a single sprite into 
our new game which is twice as big as that 

lISbuDoies mw iidiv^^ 

near tw fvihere Iteg^ffie i 

UPC: Finally, as something of a games expert, caf 
you tell us what you think the future of gaming^ 
will involve? 

PM: Well games are obviously here to stay. We are 
nowhere near to where they're going to be in the near 
future. When you think that there was more AI in a 
Tamagotchi than in most games' real AI... Something 
that changes and adapts - there are hardly any garhes 
that do this yet. ■ 


Sn FAR- 



Mark Webley 

Game designer/lead programmer on Theme Hospital 
(Bullfrog, 1997). 

Created Bullfrog Conversions Department. 

Converted Theme Park across 10 formats. 


Mark Webley is best-known as the designer and the lead 
programmer on Bullfrog's highly acclaimed Theme Hospital 
(Number one in UK sales charts Mar-May 1997). 

Peter Molyneux first met Mark Webley back in 
1990 when he arrived at Bullfrog to present a game 
demo he had conceived and programmed himself. 
Unknown to Mark, his game had similarities with 
Syndicate (a Bullfrog game in development at the 
time). Nevertheless, Peter was sufficiently 
impressed that he offered Mark the job of setting up 
and running Bullfrog's new Conversions Department. He 
was then subsequently responsible for successfully 
converting games like Populous 2, Magic Carpet and 
Syndicate from PC format across to other platforms. 

A major challenge was the conversion of Theme Park 
across ten different platforms. Many of these required 
large amounts of re-design by Mark to ensure that every 
version performed as well as - if not better - than the 
original PC version. Theme Park has since gone on to sell 
over 2.5 million copies across all formats since 1994 and 
still appears in the charts. It is a sensation in Japan, 
where it became the fastest-selling PlayStation game 


ever released and a licensed board game version was 
later published. 

Following the success of Theme Park, Mark was 
given the opportunity to design his own game. Many 
were sceptical that the idea of planning and running a 
hospital would not appeal to PC gamers. Mark proved 
them wrong when, in March 1997, Theme Hospital shot 
straight to the top of the charts on release. Months later 
it was still in the Top five. Theme Hospital was voted 
BIMA (British Interactive Media Association) Game of 
the Year for 1997. 

Mark is a Computer Science graduate of Surrey 
University. Before working in games he wrote business 
systems for various software houses, including IBM. He is 
an ardent gamer, listing Civilization, Populous, Mega-lo- 
Mania and Lords of Conquest amongst his favourites - 
plus a list of board games too long to mention. At one 
time he was a guitarist/vocalist with a band, supporting 
John Peel, The Higsons and Neil Arthur on tour. He is 33 
years old, a vegetarian, and is married (to Peter's sister 
Jayne) with two children. His hobbies include writing 
songs, reading science fiction and 'being a Dad.' ^ 
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•Actual in-game screens shown 
















After the success of the BaWe Isle wm of games, Blue Byte are producing another 
turn-hased tacticai gpe with the title Incuballon, this ftme using the same 3B engine 
as ExWenwAssaiBL 
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In these sorts of arena scenarios you will be able to get your troops spread 
around nicely in an ambush manoeuvre, watch for friendly fire though! 


strategy titles Like Space General. Also, 
with the storyline they wanted to try 
something different from the 
predictable 'aliens invade planet' plot. 
With this in mind they have twisted 
things slightly so that the aliens in 
Incubation are actually the original 
inhabitants of the planet. The 
humanoid race are more like the aliens, 
invading the planet Scayra as settlers 
from neighbouring Chromos. 

Break It down 

On landing, the settlers build up a 
scientific colony city called Seay Hallwa, 
building an energy barrier around it so as 
not to disturb the development of the 
original inhabitants. Inevitably the 
energy field breaks down due to a power 
plant problem, thus allowing the 
Chromians and Scay'Ger (indigenous 


lifeforms) to come into contact with 
each other - exactly what the Chromians 
were dreading. And as sure as night 
follows day, human viruses turn the 
innocent Scay'Ger into raging monsters 
with only one thing on their frazzled 
little minds - Kill the humans! 

The players enter the story at the 
point where the Chromians request help 
from their home planet in the form of 
the Space Marines. (Spot the Warhammer 
reference!). Players act out the part of 
the Space Marine commander who is 
required to evacuate the city by 
following specific tasks. 

The gameplay, as already mentioned, 
has changed. The developers had got fed 
up of games which relied on hefty 
manuals and awkward user interfaces. 
They hope the simplified interface will 
allow more action in battle, with only a 



One false move and your 
over the edge sonny jim... 


inks to Blue Byte's past have 
not been totally severed with 
the coming of this new game. In many 
ways Incubation is Looking to be Bottle 
Isle 4. For instance, the hero in Battle 
Isle 3, Lark Urelis reappears as the 
commander of Seay Flallwa. In this way 
I suppose Blue Byte can maintain their 
original ideas without lapsing into 
sameness, but we shall see. The style 
of the game has been changed 
considerably. The developers say the 
game now has more in common with 
Warhammer table-top games than the 
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Fight The Enemy 

These early rough drawings 
show various scenes from the 
game including some of the 
characters. These story boards 
are so the programmers know 
exactly what to put where. 



pop-up help system to keep players 
informed of the enemy's movements. They 
also aim to keep the action to the fore by 
limiting the amount of commandable 
soldiers to about ten or twelve. The 
soldiers themselves will evolve 
throughout the game, developing their 
skills and improving their strength. If 
soldiers are lost the player will have to 
support a fledging rookie, which could 
cause problems. As far as the missions go 
there will be a variety of tasks to 
complete. These may be to destroy a boss 
style monster or save a scientist, though 
everything will follow through logically. 
There are actually 34 missions in the 
game and various routes through those 
missions. With detours and other paths to 
follow, players will find that they have 
completed the game without going 
through every mission. So even when you 


think you might have completed it, you 
probably haven't done all the missions. 

Start your engines 

So what about the engine? Well 'Charisma' 
is the 3D system that Blue Byte have used 
to import all the studio created animations. 
This is said to help the motion in the game 
no end, especially the soldiers. In fact. 


even at these early stages of development, 
all the graphics are looking pretty close to 
perfect. Explosions, gunfire and blood- 
splatting all looks pretty astounding so far. 
Players will see these effects too - the 
camera will not be stationary like many 
games - even though the game is not a 


first person title, you will get the correct 
effect when passing through doors. 

Multiplayers 

So what will the game have to offer the 
avid multiplayer gamer? Well, up to four 
players can take part in the multiple 
play mode by using either IPX, null- 
modem or similar methods. The multiple 


player mode will allow up to four 
players on one computer, four over a 
local network, or a play-by-mail system 
where you send saved game data to 
people via email! Blue Byte are also 
considering a larger network game 
using Kali or Ten, though not confirmed 
yet. In multiplayer mode the maps will 
be different than in single mode, and 
they have been constructed so that no 
one player has an advantage as a result 
of their initial position. 

Everything is looking good for 
Incubation. The successful history 
behind the game takes the old ideas 
and storyline on to a new level and 
produces a fresh approach using many 
of the new developments in gaming 
(multiview 3D and multiplayer). Now all 
we have to do is wait for its birth. ■ 
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RE? 


I ncubatlon is said to be the fourth in the series 
* of Battle Isle games. Though it does not refer 
to the older games in its title. Incubation still 
features certain elements from the Battle Isle games. 

Battle Isle 3 - Shadow Of The Emperor was a 
game of skill and planning. Players tried to 
establish a new empire utilising the units they had I 
at hand. Each had to be fuelled and maintained and 1 
positioned whilst still giving a watchful eye on the weather. 

The fourth in the series is still a turn based game though it has a slightly different 
approach, more about troops than heavy machinery. 



The successful history behind 

the game takes the old ideas and 
storyline on to a new level 



/ 

I 
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There are umpteen 
polygons that go into 
creating each 
gruesome monster 
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Preview 


Sid Meier's 
Gettysburg 

Following on from the success of Civilization I II, Sid Meier has 
turned his creative genius to the American Civil War and, in 
particular, the Battle of Gettysburg. 
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MEIER'S 


I id Meier is a genius. As the man 
who created Civilization J and 

_ I II, Colonization and Railroad 

Tycoon there can be no denying the fact. 
Nearly every title he has played a part 
in has gone on to become a best-seller 
thanks to his uncanny ability to take a 
complicated set of concepts and then turn 
them into compulsive products with true 
mass appeal. 


'tliitEk 

The icon-driven controls should 
make the game easy to play 

so the popular misconception would have 
us all believe. 

Gettysburg is not the first wargame 
Sid's been involved in though. Back in 
the dark days when the Commodore 64 
reigned as the premiere games machine 
(there, that should get those Speccy types 
going) Sid Meier worked on a Second 
World War title called Crusade in Europe. 
Although a turn-based, hex-based game 
(well, squares at least) it was, and still 
ranks as, one of the best wargames ever 
made. Games have progressed somewhat 
since the days of the Commodore 64 and 
Meier has dispensed with the hexes and 
has set Gettysburg in a full real-time, 3D 


Railroad Tycoon, Colonization 
and the unmistakable classic 
Civilization are just a few 
of the massive hits that Sid 
Meier has to his credit. 

Overall the man has now 
sold over six million games 
across a wide variety of 
different formats spanning 
nearly fifteen years and 
several formats including 
PC, Amiga and Commodore 
64. What a guy! 


Meier has dispensed with the hexes 
and has set Gettysburg in a full 

real-time, 3D environment 


With the development of Gettysburg 
though, he's putting his neck out on the 
line. Why? Because it's a wargame - the 
traditional domain of the anorak clan, or 



environment. Modelled on the historical 
battlefield, this environment is rich in 
detail which includes rolling hills, rivers, 
houses and lush forests. 

One of the most common flaws seen 
in wargames has been confusing control 
interfaces and overcomplicated rules of 
engagement. This is where Sid has worked 
his magic and Gettysburg promises to be 
wonderfully easy to get in to, thanks by 
and large to an icon-driven control system 
that's clear and easy to use. This control 
system also affords players quick and easy 
command over their troops - an essential 
quality in a game such as this, especially 
when the battle reaches its height. 



Use the hills for cover from enemy 
cannon and musket fire 


Anyone worried that a game based 
on a single battle will be limited in it's 
lifespan had better think again. Gettysburg 
can in fact be played over and over again 
without players ever fighting the same 
battle twice. 

Basically this is all down to the fact 
that the battle is split up into numerous 
scenarios. The outcome of each one of 
these will influence what happens in the 
next, so the game can go off on a tangent 
at any point and has an infinite number 
of different endings. 

The development team behind this 
project have worked hard on trying to 
make Gettysburg as realistic as possible. 
Sid Meier is himself a passionate Civil War 
fanatic and wants the game to be as 
detailed and authentic as possible. As 
such, a lot of hours have been spent on 
researching the era and the tactics and 
strategies of the time. 

The result should be one of the most 
accomplished games of its kind. As a mix 
of exciting gameplay and historical detail, 
Gettysburg looks like a winner. We can't 
wait to find out for sure! Jon 


TEC 

H SPECS 

PUBLISHER 

ELECTRONIC ARTS 

DEVELOPER 

FIRAXIS ARTS 

RELEASE 

NOVEMBER 

WEB SITE 

www.gettysburg.ea.com/ 

PLAYERS 

1-8 


ULTIMATE PC | ISSUE TWO | OCTOBER 1997 



















































“...COULD WSH 

32«I RACERS W A WMOMt 

HEWDIRECTIOH.” ^ 

EDGE I 

‘WiaHAVEASlMlURWRACnO 

MARIO KARI-SRUm®” / 




STAR 


© 1997 Telstar Electronic Studios Ltd. Developed by Quickdraw Developments Ltd ." " and “PlayStation” are trademarks of Sony Computer Entertainment Inc. 


PlayStation 


TELSIAR ELECTRONIC STUDIOS LTD., The Studio, 62-64 Bridge Street, Walton-on-TIrames, Surrey KT12 1AP 
Tel: 01932 222 232 Fax. 01932 252 702 e-mail: tes@lelstar.co.uk web site: vvw/w.telstar.co.uk/tes .ri .'L 





F' 

1 

1 

























54 


Preview 



Golf Pro 

Empire Interactive go head-to-head with PGA and Actua GolfwHih 
their latest release The Goff Pro, but have they got what it takes to 
jump to the top of the leaderboard? 





s usual, the golf sim market is 
I close to saturation point and 
breaking into it with a new game is never 
going to be easy. It was only last month 
that we reviewed PGA Tour Pro and Sierra 
Golf, both of which scored in the mid-80's. 
Not deterred though. Empire are quietly 
confident they can carve themselves a 
niche for themselves with their biggest 
1997 release. The Golf Pro. 

Offering sumptuous and photorealistic 
graphics, most extensive commentary, two 
different golf courses and a multi-player 
Internet game. The Golf Pro certainly has 
the trappings of success. But then, don't 
all golf sims these days? The options and 
features seen in today's golf sims have 



is now Empire's supposedly revolutionary 
Mousedrive technique. 

Basically, this works in the same way 
as the Mouseswing that we've already seen 
in Sierra Golf, but instead of moving the 
mouse back and then forward, each of the 
shots is emulated by moving the mouse 
to the right first (to simulate backswing) 
and then to the left (to hit through the 
ball). This gives The Golf Pro's players a 
greater 'hands on' role in the game and 
makes each shot a physical task, as well 
as a skilled one. 

Although this is actually a much more 
realistic way of playing each shot, it is 
also a lot harder and Empire do seem to 
have made something of a goof by not 


Empire are confident the Mousedrive 
is the way forward for golf sims... 


become standardised to the extent that 
in many ways it's becoming difficult to 
tell the numerous games apart. 

What Empire's offering does have that 
nobody else's does though, is the 'all-new' 
Mousedrive. The traditional power bar 
and 'three click' method of playing shots 
has been firmly uprooted and in its place 



including an option to play their game 
using the traditional, familiar 'three click' 
method. However, they're confident the 
Mousedrive is the way forward for golf 
sims and from what we have seen of the 
way it works and the diverse selection of 
shots it allows players to perform, their 
faith certainly seems well-founded. 




The Golf Pro uses digitised character animation of professional 
golfers - although Bill Campell is certainly a new one on us! 



We won't find out for sure though until 
next month, when we'll be featuring a 
full review. ■ 
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Gary Player may not have 
the mass appeal of the 
likes of Tiger Woods, but 
ask the experts and they'll 
all agree that his name is 
synonymous with great golf. 
Having won nine major 
championships throughout 
his career, Gary Player is 
one of the world's most 
successful golfers and is 
regarded by many as one of 
the game's greatest players 
of all-time. Empire will no 
doubt be hoping that his 
great reputation will rub off 
on the The Golf Pro. 
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Now here's a strange gaming idea - 
interchangeabie combat heads...(?!) 



escribed by its creators as being 
like a cross between Predator 
and Worzel Gummidge (which could give 
Aunt Sally a nasty surprise) H.E.D.Z - 
or Head Extreme Destruction Zone, is a 
truly bizarre idea for a game. Players must 
select five interchangeable heads, which 
give them the different abilities of their 
previous owners, then use those abilities 
in a combat arena. 

Some of these heads work better for 
attack, some for defence, and the main 
strategy of the game is to pick the five 
which will give you the best chance of 
defeating your opponents. There are 225 
different heads from which to make your 
selection, so there's certainly plenty of 
choice in there. 

Having picked your five heads (and, 
of course, noses) you enter battle and 
attempt to deplete the energy of the other 
contestants' heads in combat. If a head 
is reduced to zero energy it pops off and 
can be captured by an enemy. Once a 




What Stonehenge Free Festival looked like in the swinging sixties 


head is lost, it is gone for good unless it 
can be recaptured, so each time you play 
you're actually gambling your favourite 
heads on the outcome of the contest. 

The action takes place in a number of 
brightly coloured 3D arenas, each of which 
consists of a number of ramps, platforms 
and secret areas, from which you can try 
to gain the upper hand in the combat. 
The arenas are brightly coloured and all 


without other humans to play against, the 
game still contains an ongoing challenge, 
and a recognisable progression of play 
difficulty and skill. 

The cartoon-styled graphics and the 
humour of the central concept should give 
this game a lot of appeal to any younger 
players, while the originality and quite 
complex strategies involved should keep 
the more advanced gamer interested. 


Having picked your five heads, 
you enter battle... 


have many features such as water, trees 
and steep slopes. 

The game is only multiplayer when it's 
linked up via Local Area Network or the 
Internet. In single player mode, you can 
compete against the computer controlled 
characters to solve puzzles and find the 
secret areas, thus hunting down all the 
specific heads you'll need to overcome 
certain obstacles. This means that even 


Due for release before the end of the 
year, H.E.D.Z has been developed by VIS 
Interactive and is published by Hasbro 
Interactive, a division of the company 
which owns MB, Parker and Waddingtons, 
so they should certainly know a good 
game when they see one. You can visit 
them at their Website, www.hasbro.com 
to find out more about what promises to 
be an intriguing and unusual title. ■ 



The bright cartoon-style arenas offer a wide range of places to try and 
knock each other's blocks off. Which is the point of the game, after all... 
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Dark Omen 




A dark magic is once again spreading across the Warhammermv\± Who is prepared to 
stand against the Dread King, whose powers are now even greater than before? 





The gamers new 3D engine 
has allowed for far better 
graphics than the original 


he previous Warhammer title, 
The Legacy of the Horned Rat, 
brought a refreshing approach to the 
ever more tiresome and complex war 
simulation. Of course there are those 
who appreciate the more intricate design 
of the turn based simulation, but they 
only appealed in general to the minority 
who were willing to give such games the 
chance to come to life. 

To bring some more excitement to the 
genre, programmers then began to include 
real-time elements and lavish animations. 
Such new developments led to some highly 
successful games, Westwood's Command 
and Conquer for example, which was in 
such big demand that it managed to jump 
across from the PC onto just about every 
other format. 

Naturally, plenty of gaming 


Warhammer provided a whole new 
experience of freedom and an often 
frenzied sense of pure excitement as the 
battles quickly heated up. Resource 
management and progressive 
development was also removed, which 
saved players from the laborious task it 
often was, and pushed them headlong 
into the action. 

With the world in which it was set, and 
its creatures, based on the established and 
popular creations from Games Workshop, 
the title was welcomed into the gaming 
fraternity with open arms. Unfortunately 
it was soon realised that the game's big 
real-time elements were leaving players 
with the feeling that the fight was out 
of their hands. Even players who knew the 
game backwards were heard saying that 
the outcome of the battle often depended 
on a random element, like the role of a 
dice - much like the board game it was 
based upon. 

Now the second Warhammer title. Dark 
Omen, is looking set to redress all of the 
problems that were faced in the first game. 

A very fine balance must be 


copycats soon appeared on the 
shelves. This proved without a 
doubt that an interest in war 
simulations was out there, 
but that the wider 
audience needed more 
than just a few bland 
graphics with copious 
numbers of tedious 
facts and figures. 


3D Battlefields 

Warhammer took things 
further still, introducing 
real-time battles, all of 
which were displayed on 
glorious 3D landscapes, 
and fought by stacks of 
detailed characters. 
Command and Conquer 
introduced better graphics and 
the like, but stuck with static 
isometric landscapes. 
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The control system in Warhammer Z is as simple to use as the originaTs 


created if the player is to feel that there 
is a chance to win - one aspect that 
developers have worked hard to perfect. 

New Engine 

The graphics have been improved and a 
new 3D engine has been created to 
provide greater accuracy as well as 
better visuals. The engine has improved 
the landscape and there are now hills, as 
well as other features which will add 


In Control 

The control method remains simple, much 
like it was in the first game, with a small 
console of symbols which lead on to other 
similar menus. The system worked very well 
originally, which was just as well when 
you consider the pace at which decisions 
had to be made as the battle unfolded. 

The only problem was that sometimes 
you could relay orders to your troops but 
there was nothing to let you know the 


The graphics have been 
improved and a new 3D engine has 
been created to provide greater 
accuracy as well as better visuals. 


new elements to the battle. Fortifying 
hilltops, for example, is a classic 
strategy but it's one that is very 
effective - as King Harold discovered 
when he ended up catching an arrow in 
his eye. This also means more 
calculations need to be used when firing 
projectiles etc. and a new true 3D 
engine has been introduced to add to 
the realism of both targeting and firing 
a projectile. All this improved 
interaction with the landscape should 
make battles far more interesting. 

Both 3D acceleration hardware and 
MMX processors will also be utilised - if 
available - which will of course improve 
the graphics further. Improved graphics 
unfortunately mean those with anything 
under a P90 - which is generally seen 
as the standard minimum specification 
these days - will have to search 
elsewhere for their fighting thrills. 


order had been received. Hopefully this 
time something, like audio confirmation, 
will be introduced to let you know exactly 
what's happening. 

The plot has that classic old fantasy 
theme that seems to appear in just about 
every story that was ever conceived... As 
Morgan Bernhardt continues to scour 
the land with his band of loyal 
mercenaries, searching for the greenskin 
raiders, an evil power begins to stir 
elsewhere in the world. The mighty Dread 
King - defeated but not destroyed - 
begins to regain his evil powers and his 
darkness starts to spread over the land 
once again. Naturally an eruption of 
cataclysmic battles will follow shortly. 

There are many choices to be made 
as the story develops and the player can 
choose where and with whom to fight. 
The player will also be able to build and 
manage their own armies much like the 



The onginal Warhammer title was knocked by many for being too damned hard. The first 
few battles were easy enough, but after these the game's difficulty curve shot up and it 
left many gamers frustrated and stranded not far in to the game. The programmers of Dark 
Omen have been keen to ensure that there's a more tapered difficulty curve this time 
around - enabling players to get a lot further into the game, whilst still providing a stern 
challenge for the hardened wargamer. 
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in the previous game. 

Warhammer 2: Dark Omen also plans 
to include a two player option which can 
be played via a serial link or modem. As 
multiplayer games have become more and 
more popular, especially over the Internet, 
and are now a standard feature in most 
war simulations, this inclusion is a wise 
one which can only serve to enhance Dark 
Omen's appeal. 


Doh! I told him he'd take 
his eye out if he wasn't 
more careful! 


Human Onslaught 

No matter how advanced the artificial 
intelligence is in the game, it will never 
truly compensate for a genuine human 
opponent. It has not been said whether 
more than two players will be able to 
play together, but this feature would be 
sorely missed if it wasn't included. 

Overall Warhammer: Dark Omen looks 
set to be a very promising title and 
with the prospects of a new engine 
driving the game and a more balanced 
difficulty curve, this could shape up to 
be a rather special release. ■ 
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Blood soaked battlegrounds are commonplace in Myth - nice 



The hype surrounding this game has been 
graduaiiy grovuiig over the past few months 
and not without good reason - Myth 
promises to transcend the conventions 
of the reahtime strategy genre. 



MYTH VS 
HARK AMEN 



Eidos and Electronic Arts look 
to be heading for a showdown 
with the release of both Myth 
and Warhammer: Dark Omen 
pencilled In for November. 
The two games are very similar 

- real-time wargames set In 
3D landscapes and sporting 
goblins, dwarves and the like 

- so It will be interesting to 
see how they compare. 

Just for the record, we 
reckon Myth Is shaping Into 
the better game, but with the 
backing of the ever popular 
Warhammer license behind 
It, Dark Omen certainly can't 
be written off. 




Set in a real-time 3D world. Myth lets players zoom in close-up to the action 


presentable, manageable and fun. The 
chess player has been gradually nudged 
off the scene, providing space for the PC 
player who wants instant action, without 
having to worry about the numbers. 

Instant action is something that has 
taken a long time to appear because of 
processing ability. Processing power has 
not been able to calculate quickly enough 
the sheer number of decisions required to 
make a move intelligent, competitive and 
essentially believable. The famous title 
Command and Conquer (and Dune before 


it) was one of the first games to introduce 
instant action to the war sim, removing 
the turn based element. Interaction with 
the landscape was also encouraged, with 
the utilisation and management of the 
land's resources being an essential part of 
the battle preparation. With all its glamour 
with flash cut-scenes and rather fancy 
animations, the landscapes themselves 
remained poor with an isometric view of 
the battle. 

With the arrival of machines that were 
capable of displaying quality 3D graphics 
(whilst still retaining enough processing 
power to run some kind of game behind 
them) it was inevitable that they would 
find their way into the war sim. 

The Pentium processor, the PlayStation 
and Saturn all provided programmers with 
a powerful platform to begin experimenting 
with 3D. One of the first games to try and 
provide a true real-time battle experience 
utilising 3D graphics was Warhammer: 
Shadow of the Horned Rat. Land resource 
management was out of the window and 
the player was thrown straight into the 
heat of battle. Although the armies still 
remained as sprites, the landscape and all 
that lay within it such as buildings and 
trees etc. all went 3D. This meant that 
the player could view the battle from any 
angle they liked - which was handy when 
a fight was proceeding behind a wall. The 


ar sims have been with the PC 
I since the beginning and have 
often been associated with anorak wearing 
nerds who saw everything as a hex shaped, 
turn based task, that had to be overcome 
no matter. Of course such a stigma may 
never have been true (it existed all the 
same) but that has all been washed away 
in the last few years. No longer is the PC 
considered a grey box that can only display 
simple worlds made of green Lego. The 
world of electronic gaming is now slowly 
beginning to revolve around the PC and 
its influence can be seen in most if not all 
games on the shelves, but hell, you already 
know this! 

\yiir ran be Rin! 

War sims have been progressively becoming 
more mainstream over the last few years, 
basically due to them becoming far more 
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The world of Myth is full of wonderfully diverse characters - this lightning-throwing Druid is one of the toughest 


landscape though had no more influence 
over the battle than it did in C&C and it 
was mainly there for its visual appeal. 

Ibugh Terrain 

Myth, on the other hand, does takes its 
landscapes very seriously and they have a 
great deal of influence over the battle. 
Instead of the terrain generally remaining 
flat, with buildings and trees scattered 
here and there. Myth has an undulating 
terrain with many different types of land 
surface, ranging from swamp to rock. This 
different terrain provides the opportunity 
for strategists to utilise the landscape far 
more cleverly than before. Gravity also 
plays its part and things such as explosives 
can be rolled down hills towards the enemy. 
Swamps can slow down heavily armoured 
soldiers, whilst light storm troopers can 
rush across. 

With such complex landscapes as you 
can see in the screen shots, the view of 


about everything has an influence on the 
terrain, as it has an influence on them. 

The complex landscapes also demand 
a far more elaborate game engine and Myth 
indeed has one. The game engine is epic 
in its ability to produce and interact so 
many things, all within real-time battles. 
Light-sourcing from explosions and bolts 
of lightning lights up the ground, whilst 
reflections appear in the water as your 
soldiers march through it. Rain, snowfall 
and mists all affect the capabilities of your 
armies, helping to conceal their movements 
or hindering their progress. Rain will also 
affect weapons - in particular anything 
involving fire such as Dwarven grenades. 

Battle debris remains on the battlefield 
and can be influenced by things such as 
explosions, even when its been blown into 
a small collection of pieces. The game 
physics mean everything affects everything 
else, introducing life into the game on a 
scale as yet unseen in any other title. 


As with all war si ms there's a reason 
for all this fighting: the usual theme of 
good fighting evil. Bungie have spent as 
much effort creating the story as they 
have creating the game engine and are 
so proud of the result that they had the 
story told through the use of cartoon cut 
scenes, all professionally created by a top 
Canadian animation company. 

The More the Merrier 

A multiplayer option where players can 
link over the Internet or via serial cable is 
included, with a dedicated server where 
players can meet and play. This offers 
several themed landscapes providing for 
different types of battle. 

The sheer size and complexity of Myth 
is guaranteed to set this aside from other 
war sims. The game introduces so many 
new concepts to the aging genre and will 
no doubt be incredibly popular when it 
arrives. Personally we can't wait. ■ 



The game engine is epic in its ability 
to produce and interact so many things 


the battle needs to be varied if you're not 
to lose track of your army. Myth uses a 
mobile point of view that can display the 
action from any angle, including a zoom 
feature for close up gore. 

Blood Soaked 

The landscape can also change as battle 
commences and nothing remains static for 
too long. Fire chars the ground, blood 
stains it, explosions leave craters - just 


Rattle Sen.se 

The battles themselves have been kept 
intense, with little time to make decisions. 
Quick reactions, combined with the brain 
of Napoleon, are required if you're going 
to keep your head. The numerous units in 
your control have varying characteristics 
which not only have their own strengths 
and weaknesses in combat, but also when 
dealing with the landscape. 
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The snow works to hinder 
the progress of your more 
heavily armoured troops 
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U he year is 2097 and Earth has 
changed to a world where 
corporations have taken over the 
government and are paying for a private 
police force to secure their territories. 
This world is capitalism at its most 



potent form. Society is about to be 
rebuilt to serve only the means of the 
companies. The game itself is set on one 
of Jupiter's moons. Further advancements 
in technology have enabled man to 
colonise other planets in search of new 
minerals. Domed cities cover the moons 
and planets, the one we are especially 
interested in is Callisto. Callisto has high 
levels of minerals under its surface and 
the competition for these riches is great. 
The big corporations have been asked to 
fund a police force to ensure the security 
on the colonies. This sci-fi tale of cops 
and robbers takes place in fully a 



rendered 3D environment which really 
buzzes with activity. It's a vicious and 
dangerous place and you are in charge of 
keeping control. 

The game is essentially a flight 
simulator with missions that resemble 
military manoeuvres rather than the 
more friendly policing we are use to! 
G-Police is primarily a shoot-'em-up of 
the air to ground variety, combining 
agility and fire power against an 
increasingly powerful enemy. The aircraft 
you are in charge of is a cross between a 
jet (using something called vector-thrust 
propulsion) and a helicopter. Technically 



As you cruise up the highways there are always plenty of targets 


You can always find a few illegal drivers parked down those dark alleys 
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A bridge too far! It is not just the 
domes you have to watch for! 


arrows that direct you to your next 
objective. Another important aspect of 
the game that refers to the strategic 
gamepLay is the need to Listen closely to 
the cross talk whilst flying. By doing 
this players will be able to pick up on 
clues to help them with their secondary 
objectives, definitely as important as 
the FMV sequences. 



A lot of the game revolves 
around moving from one 
dome to another, 
sometimes it's more 
easier than others 


FMV 


AMYRni 


called a HAVOC Close Air Support 
Gunship, the craft might Look futuristic, 
but in this game it has had its day - 
something akin to the Lynx helicopter 
in today's world (old, but still very 
useful in certain circumstances). 

The Havoc is not the best flying 
machine around, it is a bit old but it 
fits the needs of the G-Police perfectly, 
and as you can imagine, what with 
heavy armour. Large weaponry and 
predominance of air to ground combat 
the game is going to be similar to most 
military copter games such as 
Commanche 3 and the like. However, 
instead of open space and crawling 
tanks you are up against faster and 
more powerful vehicles than your own, 
as well as the difficulty of being 
situated in a dark metropolis cityscape 
which is encased in a dome. 


The FMV scenes that make up both the Intro and in-game breaks give you 
the growing storyline as you progress through the game. The graphics are 
really good, as you can see, and the speech is really corny. The main chap in 
command has a real dry voice and no humour - judging by his damaged face 
he has really been in the wars. You must try your hardest not to get on the 
wrong side of him. The sequences have this great husky look to them, partly 
to smooth off the graphics I bet, but also to provide the ominous mood 



The gameplay itself is mission-based 
with detailed FMV sections at the end of 
a series of missions to provide some 
story background. During these FMVs 
players will receive their campaign 
briefs. The campaign briefs are the key 
to knowing exactly what you have to do 
during the game, if you don't pay 
attention to these, then you will find 
yourself floundering - which is 
sometimes fun as you just hover about 
blowing up stuff. Just a shame there are 


Not the full multi 

The developers have decided to avoid 
the tide of popular opinion and fashion 
that suggests a game is poor if there is 
no multiplayer facility. They reckon the 
game would have to be compromised 
for such a feat, the technology is not 
quite developed enough to keep the 
high level of graphics and smooth 
gameplay with such an option as well 
as the complicated AI that has been 


The detailed storyline is sure 
to bring the game out of the pit 

of aimless shoot-'em-ups 


no pedestrians to point your sights at. 
Players fly through several environments 
within the domes; including city, mining 
and water processing, each very 
important to the survival of the colony, 
so care needs to be taken at all times. 

With over fifty domes throughout the 
game you could be wondering about 
navigation through the game. Luckily 
the developers have included on screen 



woven into the game. No problem 
though, everything is in place for a 
great game. The graphics are already 
looking really impressive, the lighting 
effects are stunning, especially in the 
explosions which have ripples of fire 
that radiate out from the source. The 
game movement looks to be smooth 
even when there are many characters 
on screen, so you will be able to take 
control of the situation when things 
begin to hot up later in the game. 

Basically what we are trying to say 
here is that G-Police is going to be a 
good game. The detailed storyline is 
sure to bring the game out of the pit 
of aimless shoot-'em-ups, and 
impressive graphics and sound make 
for an absorbing experience. G-Police is 
already becoming an office favourite. ■ 
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Wing Commander 


The Wing Commantler series swells again as Ultimate PC takes a 
look at the fifth game in the series. 




Mark Hamill is back to 
help out with the acting 


U he Wing Commander series of 
games is most famous for its 
extravagant use of FMV to pad out the 
gameplay. HopefuLLy all this is about to 
change with Wing Commander Prophecy. 
There will be Less FMV and more emphasis 
on a well structured game. Instead of just 
enhancing the old games, Origin have 
developed a completely new engine that 
boasts all-new oolvqon space craft. As 




well as this, the story centres around a 
new alien menace, that has been designed 
by the artist Syd Mead who worked on 
the set design for Blade Runner. 

Prophecy of Doom 

The game engine has also been completely 
reworked, to make the game really feel like 
you're at the helm of a space craft. Origin 
have paid as much attention to the flight 
handling characteristics as any complex 
flight sim. No longer will it feel like you're 
flying a desk around the cosmos. The new 
ships will handle differently, with some 
having thrusters on their wings so that 
they can turn quickly, whilst others feature 
rear boosters for extra manoeuvrability and 
thrust vectoring. The Vampire ship, for 
instance, will sport rotating thrusters on 
either wing, giving it a tighter looping 
ability, whereas the Wasp has a turret-like 
engine that gives it a tighter lateral turn. 

There will be extra complexity added 
to the flight model, to make combat more 
dynamic. Origin are taking into account 
rotational inertia and acceleration - you 
won't just turn and stop; you'll slide a 




Little to the left and right and you can 
do a true afterburner slide. Several new 
weapons will be introduced as well, with 
the Confederation taking advantage of 
'otherworldly' technologies. 


Huge Mothers 

The capital ships (the big motherships) 
are massive when you fly past them - 
it's reminiscent of the big opening scene 
in Star Wars, when the Imperial Cruiser 
flies past - some of them will also be so 
huge that several missions will have to be 
flown before you can successfully destroy 
these vast space behemoths. 

To add to the immersion of the game, 
the Vision engine has a number of tricks 
up its sleeve; like ambient and coloured 
lighting, allowing for special effects like 
flying within nebulae. There are also the 



The moral behind the picture? Don't flush the toilet in space! Or Players will have to complete a range of diverse missions in order to finish the 

at least not whilst your still parked inside the space station game and save the universe, for the fourth time! A hero's.work never ends 
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Prophecy 




Starting out in a basic ship, players will have access to bigger and more powerful ones as they complete missions 
and get promoted up the ranks - the more medals you get on your chest, the bigger your spaceship will be! 


standard sci-fi flashy weapon effects, like 
missile trails and kills with translucent 
explosions, plus Origin have also been 
working on a way of making an area in 
space and having a ship emerge from it. 
With this trick they will be able to create 
wormhole effects and have ships emerge 
from portholes in space. 

The basic mission structure of the game 
recalls the first Wing Commander, in which 
you have squadrons with a single ship 


type. As you're promoted, you move into 
a different squadron with different ships. 
You can't just play through the whole game 
with your favourite ship - in the previous 
Wing Commanders there were different 



The huge budget should help ensure 
that this becomes a classic title 


fighters available, but you could easily pick 
the best one and ignore the others. This 
time round you'll have to actually earn the 
better fighters. 

Poly put the kettle on 

The new game engine produces polygon 
light-sourced texture-mapped graphics 
that are infinitely more impressive than 
the flat, boring and unconvincing sprite 
based ships that have appeared in earlier 


versions in the Wing Commander series. 
It's not just a case of pretty looking ships 
that whizz around the screen though. 

The improved engine also means that 
Wing Commander Prophecy produces a 
much better playing environment that you 
do actually feel part of. Remember the 
first time you played X-Wingl I know I'm 
not alone when I say that this was the 
first space based game where I actually 
felt part of the environment - it was more 
of a proper simulator than a simple game. 
Objects and craft had real depth and you 
actually felt that you were looking into 
space as opposed to it. Prophecy looks 
set to be much more convincing than any 
of the other Wing Commander games we 
have previously seen. 


On top of this, the overall presentation 
has been tremendously enhanced, with 
totally new cockpits. Changes are clearly 
indicated by changing reticules and the 
HUDs are totally cleaned up by having 
non-persistent displays that will time out 
when they're no longer needed. Previously 
elaborate functions like shield and energy 
distribution are now simply performed by 
tapping on a key, and quickly arranging 
a schematic with a flick of the joystick. 

Aside from the new graphics engine, 
the main difference with the new game 
is that it won't rely so heavily on the old 
interactive movie approach that we've 
seen in all of the previous titles. This must 
come as something of a relief to us all 
and can only be an improvement. Gone 
are the duff-looking symmetrical faces 
and the attractive looking, but ultimately 
pointless, cut scenes - the emphasis is 
very much on gameplay. ■ 
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Gone are the duff-looking symmetrical faces... 

.. .the emphasis is very much on gameplay 


NEW DANGER 


With a new alien menace 
that's been conceptualised 
by renowned artist Syd Mead, 
and a new story that begins 
the next chapter in the long 
series, Wing Commander 
Prophecy should be a great 
improvement on the other 
games. There are some all-new 
multiplayer options for new 
network and modem play, so 
you can battle it out amongst 
the stars. 

With new graphics and a 
more hard-edged soundtrack. 
Prophecy looks and sounds 
better than before. 
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Your small ship has to compete with all manner of war hungry 
enemies. This Chinook style helicopter is particularly hazardous 


Great graphics - yep, it's 
good for me too, baby! 


The Reap 


Who said the days of arcade simplicity were over? 
Housemarque follow Supep Starilust^im We Reap, an arcade 
shooter with impressive Al and excellent graphics. 


The only way to describe The Heap's 

scrolling landscapes is 'surreal' 


Most of Housemarque's early games 
were produced for the Amiga. Now that 
they have got used to what the PC can 
do (with the release of Super Stardust 


lighting effects, that make the red blood 
glisten, as it splurts from the humans 
and they rise in the air. 

Housemarque used their new graphics 
engine, the Scanline Processing System. 
Created in house, their aim was to make 
an engine that would combine smooth 
blending of colours at the fastest speeds 
possible. As a result, the only word to 
describe The Reap's scrolling landscapes 
is 'surreal' The backgrounds are comparable 
to a diagonally scrolling interactive oil 
painting, with the objects and the lay of 
the land having a bizarre and detailed 
rendered quality, which helps to add a 


game a weird edge - though this is not 
the only game out that lets you play the 
villain for a change. 

The Reap is a real warfest - instead of 
scores as such, you're judged by your body 
count. As you move through the game 
each ship you attack is full of tiny little 
humans - blow the ship and they'll fly into 
the air. Oh, and don't forget the sheep. 


A decapitated giant squid is all you 
need on a pleasant Sunday drive 


displaying their skill no end) they have 
been able to come up with some rather 
impressive looking graphics. Of particular 
note are the big explosions and general 


re we now witnessing a return 
to the old glory days of furious 
arcade action? Developers Housemarque 
would like to think so. The Reap is a new 
three dimensional, top down shoot-'em-up 
which is based on a much loved, although 
now very archaic genre. Put it this way, 
it's a traditional shooter, so you really 
don't need to ask the next question - of 
course there are powerful Bosses! 

Bodycount 

The action basically revolves around using 
the usual extravagant arsenal of weaponry 
against all your oncoming air and ground 
based enemy. You are in fact an alien that 
is fighting the humans, which gives the 


ULTIMATE PC 1 ISSUE TWO j OCTOBER 1997 



























Preview 


BEHIlVfD THE SEEIVIES 




/ffiflTC Bff /jDWf snar? 


Over-enthusiastic jigsaws upgraded to handle the toughest of jobs. They 
are capable of cutting through railway lines and train carriages with ease! 


I love they way everything scatters as you move through the game. Here 
you see the floating ice, showing off the water effects, as well as hundreds 
of sheep fleeing for their lives while you spray them with your lightning 


cannot travel down deeper into the ocean and explore the hidden depths. All the mathematics of 
it all are really baffling. Somehow the physics and numbers that make everything work smoothly 
and to plan get hidden from view once the game is complete. It is easy to see why these damn 
games take so long to create and for us to spend a few days looking at them doesn't really do 
them justice. When it comes down to it games really do have to be experienced to be believed. 
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significant dimension to the gamepLay, 
enhancing the game's overall feel. 

Formula One 

The Reap fits a formula that's been tried 
and tested over umpteen releases and it 
certainly can't boast originality as far 
as its game structure goes. Nevertheless, 
the decoration is curiously wonderful. 
Unusual features of the release include 
some highly strange foes, such as giant 
soapy bubbles, flying shark like creatures 
and (summons up all the creative powers 
of the English language) huge pulsating 
blob type things. It's colourful and it 
feels crowded and claustrophobic, as the 
sprites are fairly large, but this adds to 
the frantic, breakneck pace that this style 
of shoot-'em-ups rely on for their vital 
adrenaline kick. 

If shoot-'em-ups are your cup of tea, 
then you should definitely be awaiting 
the release of The Reap with fairly eager 
anticipation. Such titles seem to be rising 
in popularity and on first impressions, 
this game is very pretty indeed - and 
aesthetically a treat - but could it be a 
case of mutton dressed up as lamb? ■ 


This series of screen shots show how the developers map and apply all 
the monsters and soldiers onto the backgrounds. The brickwork here 
demarcates the playing surface, which means unfortunately that you 
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The drawings show in 
detail what is impossible 
to detect within the game 
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Aetna Soccer 2 



Gremlin have actually used real players' faces to create the team 
members for the top international and club sides 


Football gamos havo been ten a penny on tbe PC over tbe last 
few years, witb AcUia Socceplim one of tbe finest. Now, 
not content witb being one of tbe best already, a sequel is 
soon to be released, Actua Seccep 2. 



Actua Soccer 2 should see some considerable improvements made over the 
original, both in terms of better graphics and enhanced gameplay 



The goalies' AI should be 
much better than before 



very now and then along comes 
I a footy game that really shines 
above the rest - the original Actua Soccer 
was one such title and established a new 
standard that many other football games 
were compared against. Now, two years 
later, the long awaited sequel is about to 
arrive, so what new improvements can we 
expect over the original? Let's take a sneak 
preview at what's in store. 

Fans of the original Actua Soccer will 
remember that it was the first football 
game to use motion capture technology, 
which added that realism that is still so 
hard to beat, even now. For the sequel 
the developers. Gremlin, have a far more 
advanced motion capture system, using 
ten cameras - so we can look forward to 
the most realistic looking soccer game ever 
seen on a computer screen. 

Alan Shearer has played a big part in 
the development of this new title, and 
has recently signed up for a four year deal 
with Gremlin. As well as Shearer's advice 
being used in the development, his tips 
and tactics will also be included in the 
game and his all time top eleven players 
will also be featured in the game as his 
dream team. Fans of Shearer will no doubt 
be particularly excited at the thought of 
this novel idea. 


What a result 

In the game all 92 of the English Football 
league clubs will be present and will be 
featuring the correct players for the 97- 
98 season. As an added bonus the star 
players' faces will be superimposed onto 
the respective players in the game - a 
real dream come true for anyone with a 
passion for football. This will mean you 
will be able to set up goals with your 


favourite players and then watch them play 
again and again in the replay mode. Add 
this to the realism of the graphics, and 
what you end up with is something so 
real you could almost be there. 


an obscure pitch somewhere you may never 
have heard of. 

There are varying degrees of weather, 
ranging from bright sunshine through to 
heavy snow and everything in between 


We can look forward to the most 

realistic looking soccer game 
seen on a computer screen 


All the stadiums from the teams that 
currently feature in the Premier League 
have been recreated by the developers and 
also several of the lower division teams' 
grounds. You could play your match at 
Old Trafford, Anfield and Flighbury, which 
will seem very familiar, or instead choose 


- the pitch will even get churned up by 
the players' boots as the game progresses. 

There is no excuse for bottling out in 
Actua Soccer Z, as you will be expected 
to play in all types of weather. In the fog 
the visibility is very poor and vision is 
dramatically impaired - you'll have your 



With only 154 minutes on the clock Italy equalise. Seconds later the ref will 
be on his way to hospital after a showdown with Wrighty! 
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Although the players look a bit blocky close up, the animation is fast and 
fluid, with the game running much faster than the original ever did 



players squinting to see the ball. Whilst 
in the rain and snow the players will lack 
the grip that they would normally have 
if it was dry. All of these problems, which 
should add to the overall realism of the 
game, will have to be understood and 
dealt with by changing play tactics. 




They think it's all over 

The commentary in Actua Soccer 2 has over 
30,000 samples, which will be fitted to the 
game according to what's going on in the 
game - not like some lesser footy games, 
where what is happening on the pitch 
bears no resemblance to what the observant 
commentator is saying. 

The original Actua Soccer still reigns 
supreme as the footy game with the best 
commentary, so Gremlin will be making 
every effort to surpass this original feat 
and make this sequel the most realistic 
commentary ever - with this many samples 
it sounds as if they're well on the way. A 
good commentary can add such a lot to 
the atmosphere of a soccer game - with 
any luck this could be the icing on the 
cake of what already sounds like a winner. 

Extra Time 

For the true football fan this could be the 
most exciting game ever seen, especially 



Actua Soccer 2 has the usual array 
of different views to aid play 



The Italians really pile on the pressure, with England's defence 
nowhere in sight. It doesn't bode well for the October showdown 





as so much effort has been put in to make 
it so lifelike. Anyone with even a passing 
interest in the game should be drooling 
at the sight of this. In fact, even if you 
don't like football, this could be the game 
to change your mind. 

The games option screen includes all 
the usual chances to change everything 
right down to the way the pitch appears. 
You can select your ground, your team 
and weather conditions to either help or 
hinder your chances. 

It seems like Actua Soccer 2 could 
feature almost limitless possibilities - 
to see how the final game faces up to 
the competition, check out our full review 
in next month's issue. ■ 
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The ref turns up to cries 
of 'whose the wa...[snip] 
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the World Cup 

Aftpn that nnaat dau penantiu when Enuland heat Moldova and Italy scraped to a draw 


In Georgia, it looks like we're on the read to the World Cnp after all - just ask EA! 



The hand of 
God returns 

This latest FIFA game features 
some of the most realistic moves 
and plays ever seen In a footy 
sIm, thanks to the dedicated 
work of a team of motion-capture 
experts and artists 



,M K, 


B 

HaiHi he FIFA series of football games 
has been a consistently massive seller since 
its inaugural release on the Mega Drive 
some five years ago. Having since taken 
in several sequels (spanning all the major 
hardware formats) it has become one of 
the most recognised brands out there and 
despite gripes with some of the earlier 
incarnations, has sold excessively well in 
each of its many guises. Now it's about 
time though that we had a version with 
playability to match the likes of ISS64 
on the Nintendo, and EA have pulled out 
all the stops to make Road to the World 
Cup do just that. 

As you might have sussed from the 
subtle little clue in the title, this latest 
addition to the stable is involved with 
the qualification rounds leading up to 
the World Cup finals in France next year. 
The tournament itself is going to be the 



Wonder why they've all got cornflake boxes stuffed down the back of their 
tops. Hmm, maybe it's something to do with that top Kinesiologist bloke... 


biggest sporting event in history, with a 
huge 32 teams competing - more than 
ever before. It's even expected to outstrip 
the glitzy show put on by the Americans 
three years ago. Mind you, nothing can 
possibly be quite as cringesome as that 
opening ceremony when Diana Ross was 
supposed to kick the ball right into an 
empty goal from the penalty spot, and 
missed. Doh! 

Wor'f! Ct p fever 

Anyway, a total of 172 teams from around 
the world will be involved in Rood to the 
World Cup and the player will able to take 
control of any one of them, whether it be 
leading Brazil to the finals, or the rather 
harder task of taking on a team such as 
Belarus and trying to qualify in a tricky 
European group, alongside the likes of 
Holland and Germany. 


All teams will have accurate squads 
with all the players accurately recreated 
not only in physical appearance but also 
in their skills, strengths and weaknesses. 
The great Statto, of Fantasy Football fame 
is providing all of the player info, so you 
can guarantee it'll be as accurate as you 
can get. 

The true qualification process of the 
World Cup has been faithfully recreated 
to adhere to all the rules prevailing in the 
real competition, along with all the teams 
being divided up into their appropriate 
Continental groups. This is the logical 
system whereby the likes of South Africa 
and Israel can qualify against unknown 
opposition, while teams such as Holland, 
Italy and England could theoretically be 
competing for one place in a European 
group! It must make sense to somebody, 
somewhere, I guess... 


Closed Hand 

.mc) b(cw:-k 




As you can see, the graphics are much improved from earlier versions and the same goes for the players' animation 
as well. What unfortunately hasn't changed is the collection of sorry excuses given every time you lose! 
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Clearly the developers have decided there was a worrying absence of ^dodgy 
geezers' in footy games and so have attempted to redress the balance 


Team talk 

The team behind FIFA: RTTWC is really 
quite phenomenal. To kick off with, the 
commentary team of Des Lynam, John 
Motson and Andy Gray are back for more 
after their impressive bit of team-work in 
FIFA '97. The player motion capture is also 
a feature which has been greatly improved 
upon this time around, with professional 
players, including David Ginola, used to 
create the animation for everything from 
simple dribbling to overhead kicks and 
flying headers. Players from the appropriate 
positions were employed, so defenders 
look like defenders and likewise for the 
midfielders, forwards and wingers. 

If you can't wait 
this is the perfect 

However the real talent here lies in the 
colossal team of around 150 whoVe been 
responsible for physically putting the game 
together. These include the programmers, 
artists, musicians and sound people, all 
brought together to help make the latest 
FIFA the greatest of them all. 

To round things off a top Kinesiologist 
- an expert in studying the movement of 
the human body - is involved to ensure 
the motion captured players behave like 
real humans and don't start doing odd 
looking supermoves, like flipping 180° in 
one frame. 



The beautiful game 

Now it's time for the most important part. 
Updated teams and snazzier graphics are 
to be expected, but what all computer 
football fans really want to know is what's 
been done to improve the pretty suspect 
playability of FIFA '97. The answer's a 
great deal. In actual fact, FIFA: Road to 
the World Cup is almost a complete rewrite 
with some improved player AI included 
and far greater attention paid to getting 
the game playing like football. 

The earlier FIFA titles tended to play 
themselves to some degree. The player 
only had to press a button and the shot 
would zip towards the top corner, or a 


character would carry out a truly amazing 
bicycle kick, without the player actually 
having a lot of say in the matter. Now 
in Road to the World Cup the control is 
being tightened up, so the player should 
actually have control over all aspects of 
the game including tapping buttons for 
dummies, timing any volleys and headers 
accurately - and generally having a far 
bigger piece of the pie than before. 

Best of all though is the improved 
passing. At last, a FIFA game which will 
allow quick, accurate and painless one 
touch moves. It took a long time coming, 
but the quality passing in this latest part 
of the FIFA series could make it all worth 
the wait - bliss! 

Prepare to qualify 

If a full World Cup qualification program 
seems too much of an undertaking for you, 
players will also be able to choose from 
the basic exhibition options, and then play 
against either a human or the computer. 
The most interesting new option though 
is a totally flexible player editor. In fact 
it must be the most in-depth option of 


for the World Cup Finals 
way to pass the time... 




The zen art of levitation through 
concentration of a thousand minds 


its type in any game. Names, stats, you 
name it - all of them can be tailored to 
the exact specifications of the player. So 
if someone fancies themselves as the new 
Ronaldo they can quickly have themselves 
spearheading the Brazilian attack. Even 
the players' appearances can be altered so 
you can have beards, 'taches, varying skin 
tones, hair colour and styles - whatever 
takes your fancy. 

Soccer skills 

We first saw FIFA: RTTWC running at E3 
but now it's really taking shape and is 
looking like it's going to be the game 
it always promised to be. In the past the 
FIFA games have often promised far more 
than they've ever delivered. All the best 
graphics and presentation in the world 
don't count for much if the gameplay isn't 
up to scratch but thankfully this looks like 
finally redressing the balance. Graphically 
it's already looking much nicer than its 
predecessors and if it can live up to its 
promise, it could well turn out to be the 
football game the legions of fans have 
been waiting for. 

So if you just can't wait for the World 
Cup finals, assuming that we actually get 
there of course, this game is looking like 
being the perfect way to pass the time 
and ease all your frustrations. Expect a 
full and in-depth review in the next month, 
when we'll give you the full monty - and 
hopefully be stamping our unreserved seal 
of approval on a title which has already 
caught everyone's imagination. ■ 
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SHOW ME A 

MOTiniV 


Motion-capturing technology 
has totally revolutionised 
the way we look at games - 
especially sports titles. No 
longer is it acceptable to 
have small computer sprites 
jerking all over the screen 
like a bunch of dumb Metal 
Mickeys. The problem is, 
there's always been a delay 
between pressing the kick 
button and the on-screen 
kick actually occurring while 
the actual motion-capture 
animation takes place. This 
was one of the first things 
the programmers of FIFA: 
RTTWC sorted out, so in the 
finished version all actions 
will be instantaneous. Pretty 
impressive, huh? 
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Hot Cyber Products teste 


me Daaipiete Buiae to me net 


The essential.monthly 
guicle*based Internet 
magazine just got better! 


All the hottest Modems - many offered as competition prizes! 


TO: The Newsagent 


^ Net related products reviewed in full 


Please reserve my copy of Total Internet Magazine 


Scanners, PIMs, Rodents - all the gadgets you could need 


Name: ... 
Address: 


I '^iW 

‘ Read our value-for-money guides before you buy! 

I ^ 


Postcode: 





















h.-44^ 


*«« 40^ v«ry 

!<.•<( fkowj, 


woo »<« 

worfFw^o.^,,^^ 

" Ibis 

^ *P'*m id 

;«MO*op 


B T ^ * »H.p» r.,rf j 5 . . 

I r—«r. 

■ H fMt *r i «! ^ << 

■ •"'■ •r3 jp«j <.*nf.fcJa,,. * .„, 

I 

I xr*” 

*r-t444# Ih.«. i. "**?««'*♦ fr>^ 


Soli* 

'■' ufoMioo tonii, 

“^*1^ fh* ^r, 

'»“* r" 

j, ?”"'•«►*»>«< 

* t<!-(rft no f**!*^^ 

E'~£f 
' sS‘i~.=;- 

>■ Ih* VPj '«* iu> 

“^•v *ISo •"-■ «>♦» 

The Oaait 
®o®n<<al 

--I 


r£-‘-- 

attiims for ^a»n|.\a^ 


»«»*t IMTCVNCt 


un i*<»'»« ®** * 

.t, rsKlto »Jt** ®" 

I tu««<i «" **• 
foUowi««g p»8*** 


and wot *0 
,. Simon ton 






I OUR 
AOVICE 
for 

startinq 

A FAN 
SITE 


ii;fl ua 

' P^<VtKAV 

enot^i jtm 
F uyfwa^ 
'"«< '5?>prh,*^ 
*^*ts >«t 
‘*'1W t'wi 
“•>1 •« SAW SOI 
f»?*srj 
Offci,< ,£^ 
•^•■rjruijitto 

^'*> 1 ; you o«n 
b/is*« 


STEf^ OUffr 

'^l^irsoy, 

''^bspOLT. 

•bttpi:- 

wwwEoxia, 


^ J total 


sane 
Rim. Wsll rt 
out that his 
•^MP ar© actually 
a fWandly 
*>«»ich who aro 
!^«.»»1S to turn a 


*«»«» da^ra*; 
; ^opyHght 

craating 
*»and Wobsitos, 
«0'War, not ail 
®®"'P«nlas aro 
«juita ao forgiving, 
^pa^aily in tho 

J J! Oasis. As 
Oasis intamot 
Scandal (at 
*^portad fast 
^omh) begins to 
J^ow over, wa ask 

tna first pfaoAso 


Siw^vrn*. f<, _ 


Informative Features 


r>) In depth looks at Net-related issues 


All the latest news from the Internet 


> Helpful hints and tips for beginners 


£^ Full guides to online entertainment 
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With titles like Daytona, Sega Rally and Virtua Fighter, Sega have enfoyed huge success on the Saturn, but 
they're yet to make a real impact on the PC market. Touring Car Championship could be their best chance 


Ltd, and are responsible for the development, marketing 
and distribution of all of Sega's videogame systems and 
videogames in the Americas. Softbank Holdings are one of 
the world's largest distributors of both computer software, 
peripherals and systems, as well as Japan's largest publisher 
of computer-related magazines and books. 

With this mix of skills, resources and experience, Sega 
are now looking to establish themselves as one of the PC's 
leading publishers, producing arcade quality titles. They 
certainly have a head start, as their history of top notch 
arcade and console games gives them a well known base 
of first rate games that the public is already aware of. 

They now plan to develop the PC versions of all their new 
games at the same time as the console versions, working 
in additional benefits or added features to take advantage 
of the PC's capabilities. These may include network play and 
the added graphics acceleration that the PC platform can 
offer Sega's development teams. Basically, the company 
won't just be porting or converting onto PCs - which has 
often been a criticism levelled at many games that come 
from console based developers. 

Obviously Sega PC's strengths will be its existing strong 
licenses, such as the Virtual Fighter games and the family 
favourite. Sonic the Hedgehog. With upgraded MMX versions, 
plus a crop of new titles, Sega PC look set to inject some 
arcade quality into the PC market. ■ 


V s the high-end PC closes the gap between titles 
KhiI you can play at the arcade and games you can 
play at home, developers of coin-op games are beginning to 
realise that their market is dwindling. If people can play 
arcade quality games on their PCs, there's no need for them 
to go stuffing their hard earned dosh into arcade machines. 

Sega have realised that more and more homes have 
super fast specification MMX accelerated PCs and are now 
releasing true arcade conversions for the domestic market. 
Everything they had done before had been either console 
or arcade based, but over the last year the company has 
been releasing some titles which have already been out on 
the Saturn. 

This action is spearheaded by Sega PC, which is part of 
the Sega Entertainment company, and represents a joint 
venture between Sega of America and Softbank 
Holdings, Inc. Sega Entertainment are the US 
arm of Japan-based Sega Enterprises, 


TO BE 
THIS GOOD 


Sega are set to br^ng the arcade home to 
the PC, with a hatch ot new games that take 
advantage of the latest in powerful PC hardware 





DAYTONA USA DELUXE 


The original Daytona USA was a great game but was released before the current advances in PC 
^ technology, such as MMX and the latest batch of 3D graphics cards. In an effort to keep up with the 
times Sega are to release Daytona USA Deluxe which will take advantage of all the extra features that 
modern PC technology has to offer. Daytona USA Deluxe brings all the excitement of stock car racing from 
the arcade to your Pentium PC. The game is a true arcade conversion, featuring all the original handling 
and gameplay options - all it lacks is a bucket seat and steering wheel. 


Feature 


Virtua Fighter 2 


Virtua Fighter remains one of the best beat-'em-ups around and now lucky 
PC owners will have the chance to fight their mates in Virtua Fighter 2. The 
game features much more ornate backgrounds - so you can take 
a look at them when you're lying face down on the floor, after 
having been beaten to a senseless pulp by your opponent. The 
computerised AI has also vastly improved over the original game; 
now your opponents can learn your moves and respond. From 

rsoBSBiiM TT* ■»■£=_ won't be able to just keep 

doing the same old repetitive moves to 
ll ik iil ill i!i \l win the bout. 

lii^i tiii'iiiiirB I Mi Fighter 2 also features 

some great new characters, 
such as the old drunken ^ 

' * bloke, who takes a swig 

every time he does a special move and can fight standing on 
his hands. Other characters have more sober specialties. 

The game features a whole Dynamic Action Playback mode, ‘ 

Team Battle Network mode. Character Profile mode and complete 
networking options (LAN, modem and serial). ^ 


The blue hedgehog's back and this time he's in ^ 

3D! Now you can spin, run and do all the things «. - 

that you used to love doing in the 2D game in a 
completely new reworking of this classic platform 
game. Sonic spins and whirls his way around his new 
extra dimensions faster than ever before, collecting rings 
and negotiating all the tricky obstacles that lie before him on 
his quest to be the fastest little blue hedgehog thing. 

Sonic 3D - Flickey's Island has been optimised for the Pentium 
PC (Windows 95) with superior graphics and blazing speed to let 
Sonic strut his stuff on computer screens across Europe. 


Sega Rally 
(MMX compatible) 


Sega Rally was one of the best racers to be 
released last year, although some would say that 
1 * 1 ^^ Screamer 2 was better. Now Sega Rally 

MMX is on its way to take advantage of 
MMX. The new updated MMX version will 
combine Sega's unbeatable arcade game 
design technology with the higher 
- ■ quality graphics, video and 
audio performance that MMX 
technology supports. 


Touring Cars Championship 


Having teamed up with the Touring Car Championship, Sega are 
hoping to have their latest high-speed racing title out before 
Christmas. They're remaining quiet about the project at the 
moment, but if you fancy yourself as a bit ... 

of a budding Alain Menu, 

Harvey (don't worry, ^ 
we've never heard of 
either) then this 

p* , is definitely going to 

be the game for you. 


Sega's next console is drawing on PC technology that many PC owners 
may already have. Code-named Black Belt in the USA and Dural in 
Japan (but unlikely to use these names in the long run) the main 
power behind it is going to come from a variant on the 3DFX' s 
Voodoo chipset - already the 3D card of choice for the majority 
of PC owners. It's not known what sort of power the 3DFX/Sega 
set-up will actually have but on the surface it will display more 
polygons, due to it being displayed on a TV screen rather than a 
hi-res. monitor. ■ 
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Explosive 


g Hot Property 


Hazardous 


— Awarded to games between 8S and 89%, the Hot Property 
^ accolade is only given to distinguished titles. Virus, 

-H Speedboat Attack and Age of Bmpires are amongst this 
in .months recipients. 


Any game scoring under 50% (and lets hope there aren't 
many) will receive the ignominious 'honour' of the Ultimate 
PC Hazardous award. Klondike Moon is the first to achieve 
such acclaim. 


A t the end of each review a box-out 

similar to the one shown here will list 

_ all the information you need to know 

about the game in question. For those interested 
in buying the reviewed game, its publisher and 
developer are listed, along with its price and a 
release date. For those who simply want to know 
more and have access to the Internet, a Web 
address, where you may be able to find 
additional information about the product, is also 
supplied. We then move onto the recommended 
specs needed to play the game - the amount of 
RAM needed and the processor speed is stated, 
along with any special graphics or sound 
requirements. With the number of games which 
need specific graphics accelerator cards 
increasing, this demands attention. After this we 
have the all important comment and score. 

Ultimate PC's reviews are sponsored by Tiny 
Computers. We use Tiny P200 MMX machines, 
equipped with 32 MB RAM, 12X CD ROM Drive and 
4MB video cards for each of our reviews. ■ 


ULTIMATE INFO 



The gameplay is gripping 
and far more challenging 
than others, the graphics 
are gorgeous and the 
network game is, quite 
simply, brilliant 


VERDICT 



THE BIG COMPUTER SPECIALISTS 
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Perfect 


Featuring the artwork of 2000AD's 
Kevin Waiker, Perfect Assassin 
iooks set to be a ciassic. 


Assassin 


nyone who has read the 
famous science-fiction comic 
2000AD will be familiar with the 
outstanding art of Kevin Walker. His 
credits include strips for Rogue Trooper, 
the ABC Warriors, and Judge Anderson, 
and he was part of the design team who 
created the futuristic look of the 1994 
hit movie Judge Dredd, in which 
Sylvester Stallone played Mega City 
One's top lawman. With a background 
like that, his first collaboration on a 
computer game is pretty much 
guaranteed to be something special, and 
Perfect Assassin does not disappoint. 

The game combines elements of point- 
and-click graphic adventure and real¬ 
time 3D action with fully interactive 
intelligent characters. The result is both 
innovative and totally absorbing. 

Walk on by 

Kevin first started to develop the 
concept for the game's main character, 
Charon, back in 1993, as a possible idea 
for a comic strip, and between his 
commitments to Hollywood and the 
Mighty Tharg, began work on a story. But 
as the script developed, he began to see 
in it the makings of a good computer 
game, and after meeting Dave Martin of 
Veritas Productions, he was soon in 




discussion with Synthetic Dimensions, a 
games company with several excellent 
titles under their belt. This led to 
meetings with publishers Grolier 
Interactive, and before long development 
was underway on the new game. 

Walker, working in collaboration 
with Dave Martin and Synthetic 


surprise to those familiar with Kevin 
Walker's work. You play Charon, the 
Perfect Assassin, the last human alive, 
who has used cyborg enhancements 
from a dozen different alien 
technologies to prolong his life. You 
are summoned on a mission by the 
Kobrai, a race of transcendental beings 


The better the artist, the more 
dynamic the stories seemed to be. 


Dimensions' own Kev Bulmer, is the 
creator not only of the plot, but also 
the unique look of the game. The 
characters and alien races encountered 
in the course of the adventure are all 
animations based upon 3D models of 
the artist's drawings, as are the 
environments in which the game is set, 
such as the alien city of Kar-Es-Taal, 
where the game starts. 

The storyline of the game is pure 
science fantasy, which will come as no 


responsible for maintaining the smooth 
running of the entire universe, so you 
know you are playing for pretty high 
stakes. The Kobrai have been attacked 
by the Pra'Min, a venal and power- 
hungry race who are too stupid to 
realise that by their actions they are 
jeopardising the whole of creation. The 
Kobrai ask you to meet their emissary 
on the planet Kar-Naq, but before you 
can do so, your memory is 
mysteriously erased, leaving you with 





It is the high level of 
interactivity that sets this 
game apart, the sense that 
you are actually affecting 
the world you are moving 
around in. The smooth 
flowing graphics and the 
uniquely versatile dialogue 
interface combine with the 
intelligent characters, both 
friend and enemy, to breath 
life into a totally involving 
alternate reality. There are 
few games around that can 
get you learning to speak an 
alien language without 
really trying! 
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Creep around in dark and spooky corridors, then sneak up on the militia men and blow them to heU. Then leg it before their mates all turn up... 



only two clues, the words 'Ul D'Grak' 
and 'Carteele', to start you on your 
mission, and hopefully save the whole 
universe! In the best tradition of 
2000AD and Judge Dredd, Perfect 
Assassin is a fusion of a strong 


called Legends of Valour, in which you 
guided a would-be hero around the 
city of Mittledorf, a 3D world with 
interactive characters, solving puzzles 
and undertaking missions within a 
sword-and-sorcery storyline. For the 


A real computer game shouldn't be 

just a shoot-'em-up 


science-fiction storyline with stunning 
visuals, but it is in the game 
mechanics where it moves beyond its 
worthy comic strip roots. 

In 1992 Synthetic Dimensions 
brought out a fantasy adventure game 


time, it was a fine game, but the 
limits of the available technology 
constrained what was an original and 
ambitious concept. Perfect Assassin is 
in many ways a development of the 
same idea, but 3D rendering and 


✓il'' 


syiir 




You want to watch out for the drinks in those alien nightclubs. The 
nightlife on Kar-Naq can leave you feeling just a little bit off-colour 


The one thing they never teach you in assassin 
school: always pack a decent pair of wellies 



SPRAKS 


UPC: Who were your favourite characters and artists 
in 2000AD? 

KW: The problem with a question like this is it's so 
open. There have been so many characters, and I have 
liked so many for a wide variety of reasons that I really 
couldn't pin it down to one in particular. Before I 
worked for them, when I was one of the frothing 
fanboys, it was always the art I looked at, the words 
were always secondary to me. The better the artist, the 
more dynamic the stories seemed to be. Particularly 
memorable moments for me would be the last few 


episodes of Ro-Busters, when Mike McMahon's art was as 
near perfect as anything I've seen. Brian Bolland's art on 
the first two 'Judge Death' stories in Judge Dredd, Dave 
Gibbons' work on Rogue Trooper, I could go on listing my 
favourite moments forever. However the character I 
would most like to have had the opportunity to draw 
would be Johnny Alpha, the Strontium Dog. But he's 
dead now so it'll never happen. 

UPC: Would Perfect Assassin have been a strip in 
2000AD if it had not become a game? 

KW: That was the purpose for which I created the 
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Sometimes people can need a little 
persuading before they will talk 


graphical presentation combined with 
artificial intelligence techniques have 
allowed the designers to fully realise 
their ambitions. 

The core of the game is the highly 
innovative and versatile dialogue 
interface which allows you to fully 
interact with the inhabitants of the 
game's many locations. You are able to 
construct questions ('Who is...?', 'What 
is...?', 'Where is...?') about any of the 
subjects which you have encountered 
during the adventure, and a sliding scale 
Attitude Meter allows you to pose your 
question in any tone from meek to 
aggressive, depending upon the 


The rendered 3D artwork and cut scene animations in the game are all totally stunning to look at 


Charon: the Perfect Assassin 
himself. A near-invincible 
killing machine. Born in the 
late 21st century, Charon is 
the sole survivor of the long 
dead human race. Through 
ten thousand years he has 
changed and adapted himself 
with alien bio-tech to 
become little short of 
immortal. A member of the 
elite 'Guild of Assassins', 
Charon's past is shrouded in 
mystery and drenched in 
slaughter. He has been a 
mercenary, hired killer, spy 
and saviour. Now he has 
been hired to save the entire 
universe from destruction, as 
space and time are shattered 
in an attempt to stop a 
shadowy Dark God from 
cosmic domination. 


This may 
come in 
handy! 


Discover a whole new alien world, 
and find out what these things are 


circumstances you find yourself in. Since 
the characters you meet behave in an 
intelligent manner and remember things 
from one encounter to the next, you 
must be careful what you say to them, 
or they may decide not to help you. 


"Hard to port, Mr. Sulu." "But 
Captain..." "That's an order. Mister!" 


moral is: ask questions first, shoot later. 
And always loot the bodies... 

When shooting becomes necessary, 
however, Charon is very good at it. 
Firing at things is simplicity itself: 
right click the mouse and a red target 
appears, which is aimed by moving the 
cursor over the target, then left click to 
fire. The combat situations are far from 
simple however, requiring skill and 
reflexes to survive. The enemies are 
both tough and smart, and react to 
your movements in a scarily realistic 
fashion. There is a shield which is 


The game combines elements of 
point-and-click graphic adventure 
and real-time 3D action. 


This ability to interact with the 
people you meet is the most important 
part of the game. You can, if you wish, 
just walk around blasting away at 
everything you meet, but you will soon 
run into big trouble if you do. You may 
be Charon, the ultimate killing machine, 
but if you try and go up against the 
entire militia you will quickly be meeting 
your namesake with the cross-river ferry 
service. That is not to say there isn't a 
certain amount of shooting action; you 
are an assassin after all, but the killing 
is strategic rather than gratuitous. The 


recharged with pickup powerpacks, but 
it does not make you invulnerable, and 
you need to use cover and your 
surroundings to gain tactical advantage 
over your opponents. There are three 
different types of ammunition to chose 
from, but you have to search around to 


characters, however PA was optioned as a game 
before I ever got a chance to propose it as a 
strip to 2000AD. They typically purchase all the 
rights to stories and characters, so it's unlikely 
now that it's a game. Only if we sell shitloads of 
games and PA becomes a hot property would 
2000AD be interested in buying the comic 
rights... so everybody out there... buy it now!!! 
UPC: What gave you the idea for the character of 
Charon and the story in the game? 

KW; The story ideas came first, and originally it 


was three different stories. Where they came from 
I've no idea; lots of daydreaming, I tend to do 
that a lot. Staring out of train windows is good 
for that I've found, your mind seems to go into 
overdrive, especially on the route to 
Wolverhampton. The two and a half hour trip to 
Synthetic Dimensions always gave me plenty of 
time to work out my ideas. Maybe you could tell 
me? Answers on a postcard to... 

UPC; Do you have any other characters or stories 
which would work well as a game? 


KW: At the last count I have 11 ideas sitting on 
my hard drive that would work well either way. I 
continue to work on them as we speak, and all 
are up for sale. All you publishers out there... 
terms are negotiable. 

UPC: Apart from Perfect Assassin, what is your 
favourite computer game? 

KW: Talk about loaded questions. (Trained 
journalist, mate - CS) I only play games on the 
PlayStation. I use a Mac and a PC too but they 
are for work, even though PC games are cheaper 
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Kevin Walker was banished 
from art college at the age 
of 18, and spent the next 
four years trying to design 
confectionery packaging for 
people with no imagination. 
He moved on to freelance 
comic writing, and his first 
professional work was for 
2000AD on the popular 
Tharg's Future Shocks' 
series. He moved on to 
Trooper - Cinnabari and 
The Harlem Heroes' in 
collaboration with Steve 
Dillon. He then moved into 
full-time work on the 
'ABC Warriors - Khronicles 
of Khaos', a fully painted 
strip, as was 'Anderson, 
Psi-Division - Childhood's 
End'. This was later 
followed by a second series 
of 'ABC Warriors.' 

In 1993 he spent 3 
months in Los Angeles as 
part of a small team of 
designers bringing 2000AD's 
top character. Judge Dredd, 
to the big screen for the 
1994 hit movie starring 
Sylvester Stallone as the 
eponymous lawman. 

His current work 
includes 'The Inspectre' for 
the Judge Dredd Megazine, 
and creating the graphics 
for Perfect AssassinJ^^^^^ 





what light through yonder 
window hr... oh Tm terribly sorry" 


find the high velocity or explosive 
rounds. The latter are like gold dust, 
and should only be used for the 
toughest opponents, or for destroying 
solid objects, which you sometimes 
have to do in order to find secrets. 

As well as interrogating people you 
meet, in-game information is also 
supplied by using the Kar-Net, a sort of 
public information system resembling a 
cross between a cashpoint machine and 
an internet terminal. You can use the 
terminals, located at strategic points 
around the city, to access information 



Learn the awful truth about kilts 


on a wide range of subjects, with 
hypertext-style links to related topics. 
There are many clues embedded in the 
pages of information, and also a lot of 
background on the scenario which will 
help to flesh out the story, and make it 


easier for you to make the right choices 
in your search for clues about your 
mysterious mission. The Kar-Net will 
provide directions to places you need to 
go, and the streets and other locations 


all have name signs, so with a bit of 
practice navigating your way around 
soon becomes second nature. 

The scenery is impressively solid 
looking, and the pre-rendered 
backgrounds are nicely designed, with 


many animated details. Clicking on the 
numerous hot-spots allows you to 
examine objects more closely and to 
manipulate things like door locks and 
computer terminals. Many objects can be 



He's nicked I^nford's underwear, and he was determined not to give it back 


The storyline of the game 
is pure science fantasy 




and there are more of them. Some games have 
great graphics and some have great gameplay 
but very few have both in equal proportions. I 
like to think that Perfect Assassin comes pretty 
close, but then I would-wouldn't I? I like Tomb 
Raider for its accessibility - you can dive 
straight in and start having fun from the first 
moment. Resident Evil has its moments. I hate 
Doom. Don't ask me why, cos I've no idea. I 
think it's probably because of its repetitive 


nature. Kill monster...find key...kill monster. 

There are times when both Tomb Raider and 
Resident Evil fall into that trap, but not very 
often. It's the whole thing about 'being 
involved,' entertaining the imagination. It's not 
just cerebral puzzle solving because often that is 
performed purely for its own sake, where a 
puzzle exists for no other reason than it exists. 
There is no attempt to fit them into context 
with the storyline. It's a bit like Hollywood 


action movies; all following formulae: "Oops... 
look we've had thirty seconds of talking, we'd 
better throw in a car chase." 

A real computer game shouldn't be just a 
shoot-'em-up, or a race or a point and click 
adventure, it should be as many of those 
artificial categories as it can be rather than just 
one. That's the kind of game I'd really like to do. 
UPC: Did you have much experience with 
computer gaming before starting on this project? 
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picked up and added to your inventory, 
which also provides you with more 
information, including some beautifully 
rendered full screen pictures of the well 
designed artefacts. Moving about is 
controlled in the point-and-click manner 
familiar to anyone who has played a 
graphic adventure game such as Monkey 
Island. The camera viewpoints are fixed, 
but are positioned logically so that 
movement flows smoothly from one 


them have vital information or items you 
need to find. There is some strange and 
quirky humour in the game as well. Many 
of the characters have a sense of 
humour, and there are some odd visual 
jokes scattered about. I particularly like 
the flying rubber ducks. They're precision 
instruments you know... 

The final, and perhaps the strangest 
part of the game interface is a device 
called the Ethereal Cortex, presumably 


There is some strange and quirky 

humour in the game as well 


scene to the next. The various alien 
creatures and other people walking 
about do so with a sense of purpose, 
and actually look as if they are walking, 
even the weird guys with their knees on 
backwards. The aliens all speak their 
own language, which appears to be 
internally consistent, if utterly 
incomprehensible. Fortunately the 
dialogue interface includes subtitles, so 
you won't need to take any lessons in 
conversational Kar-Naq. All the people 
you meet have names, which you need 
to know if you want to ask anyone else 
about them, which you will as some of 


one of Charon's cybernetic add-ons. It 
acts as a sort of edited highlights 
feature, and enables you to pick up 
subliminal clues which relate to Charon's 
erased memory. It takes the form of a 
series of rendered animations which 
build up as you progress through the 
game, and help you make sense of the 
unfolding story. Each time you find a 
special clue, another memory sequence 
is added, and a little more, of the 
mystery is solved. 

The designers reckon that it should 
take at least a hundred hours to 
complete this game, which makes it 


THE JAKHARI 

The primary race on Kar-Naq. You 
will meet lots of them in Kar-Es-Taal. 


KXHANNA THE MILITIA 

A Kobrai neophyte, charged with the Be careful what you do and say 
task of contacting Charon. around these guys. They're tough! 


over twice the length of Tomb Raider, 
and I can well believe it. It's huge, and 
extremely addictive. Perfect Assassin 
should be available by the time you 
read this, so buy it now and you can 
forget about Christmas, and probably 
next Easter too. Cliff 


These crab-like things are the ones 
causing all the trouble: the Pra'Min 


Great story and lovely 
graphics, all stuck 
together in a very 
original and adventurous 
style. Top stuff. 


KW: Apart from painting a few 

some really cool stuff. 

0 

distorted as my own (and yes that is 

covers, no. 

UPC: How about an ABC Warriors 

a compliment!) 

UPC: Would you like to do a sequel to 

game or an Aeroball simulation? 

UPC: So look, right, straight up now, is 

Perfect Assassin? 

KW: ABC Warriors would be the 

the Mighty Tharg really an alien or what? 

KW: Are you kidding? We (SD and 

perfect game...I'd guarantee it. 

KW: Tharg, hmmm... Well I'm not 

me) already have it planned; title, 

UPC: Whose idea were those flying 

really at liberty to say but between 

plot, gameplay. I just need this to 

rubber ducks? 

you and me he's... what? Ah, I'm 

be a success. Not least for the 

KW: Alas I can take no credit. They 

sorry master...! never said a 

chance to work again with the guys 

are the latex love children of Kev 

word...please not the branding irons 

at Synthetic Dimensions, who do 

Bulmer at SD, a man with a mind as 

again... No... No... AAAAAAGH! ■ 
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Close Combat II 

A Bridge Too Far 

Is Close Combat HtSa best wargame yet seen 


U he Command & Conquer style of 
wargame seems to be a popular 
genre at the moment, with a number of 
titles either recently released or now in 
production, but Close Combat II: A Bridge 
Too Far looks as though it may be the one 
to beat. 

Recreating the battles fought around 
Arnhem in German occupied Holland during 
World War II, the game presents you with 
the challenge of either leading the Allied 
attack, or playing the German defenders 
in this crucial battle. The original Close 
Combat was rated as the best wargame of 
the year, and the sequel is better still. Not 
just an enhanced version of the old game, 
but completely rewritten from scratch. 


wargame yet 

on the PC? It might just be... 


Any colour you'd like - as 
long as it's camo green 


The game interface contains a wealth of information on just how badly you 
are losing. The message reads "Gan we have a new Commander, please?" 


In the details 

As one might expect from Microsoft, this 
is a thoroughly impressive piece of work. 
A lot of effort from some very talented 
people has gone into this game, and the 
result is worth seeing. Detailed historical 
information is provided throughout the 
game about all of the many different units 
at your disposal, which range from lightly 
armed infantry reconnaissance units to 
Crocodile flame-thrower tanks. 


There are options to play a number of 
different games, ranging from just single 
battles to entire campaigns. The dynamic 
gameplay system means that you can go 
back with reinforcements and attempt to 
capture any territory on which you have 
previously fought and lost, and damage 
sustained by buildings and other features 


of the landscape is retained between the 
series of battles. 

The main command screen gives overall 
strategic control of the game, allowing you 
to bring in limited reinforcements between 
battles, and even to customise the forces 
available and the victory conditions. The 
camo-green game interface panels are 
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highly intuitive and easy to read, despite 
the fact that they contain a huge amount 
of information, and give you a number of 
ways of selecting and moving your troops. 
The soldiers are commanded as units, but 
each member of the unit is an individual 
character with ratings for health, psyche 
etc. and will behave accordingly. 

The graphics are excellent, including a 
1280x1024 high resolution mode, three 
levels of zoom on the battlefield screen. 


smoothly and quickly. In fact for the novice 
player the action can happen too fast to 
keep up with, but fear not; there is an 
option to select the speed at which the 
game runs. 

When it comes to the actual gameplay, 
comparisons with Command & Conquer are 
inevitable. There are similarities in the 
control of your troops, in as much as you 
select the unit you wish to use, then pick 
the appropriate action from a menu. The 


Be warned — if your troops are taking a 
beating they may turn tail and run away! 


and richly detailed landscape features. 
The option to remove the trees is helpful, 
as it is quite easy to lose your cunningly 
camouflaged soldiers amongst the foliage 
- the art of not being seen, I suppose. 

Surprisingly, considering the amount 
of detail involved, the game runs both 


list of commands is very comprehensive, 
and includes three kinds of movement- 
move cautiously, move fast and also sneak 
forwards, which has your soldiers crawling 
on their bellies through the mud. The fire 
command gives you a line of sight to your 
selected target, complete with range in 




metres and an indication of how likely you 
are to hit what you are aiming at. 

The status of your units is displayed 
on the interface panel, which includes 
ammunition, wounds and morale, and the 
actions they are currently engaged in, such 
as reloading, aiming, getting shot at and 
so on, which lets you follow the action. Be 
warned - if your troops are taking a beating 
they may turn tail and run away! 

Final conflict 

My only criticism would be that once you 
have started fighting you are committed 
to using only the units which you have 
at the start. It would have been far more 
interesting, if less historically accurate, 
if you could bring in paratroopers or an 
artillery barrage if things started to go 
pear-shaped. As it stands, one mistake 
made at the start of the battle is all but 
impossible to recover from. This is very 
realistic, but it can be a bit frustrating. 

There is an option for network play 
via a 28.8 or faster modem, and this allows 
conversation between players. You know 
the sort of stuff; 'Hands up Fritz !' or 'Vor 
you Tommy, ze var iss over!' or even your 
favourite John Wayne quotes. Clever stuff, 
this Internet malarkey. 

A particularly nice touch is the panel 
showing the record of messages coming 
in from your officers telling you what they 
are doing, which given the competence 
of the AI opponent, is normally dying. It 
is fascinating to watch as the tiny soldier 
sprites advance across the screen, eagerly 
attempting to carry out your orders. You 
can zoom in and watch your individual 
characters perform heroic actions, while 
their less fortunate comrades buy the farm. 

If you can manage to be a sufficiently 
skillful commander, you will get a very real 
sense of achievement, as your bold and 
valiant forces complete their mission, and 
receive well deserved medals for heroism 
in the face of incredible odds. 

All in all. Close Combat II: A Bridge 
too For is a very good game and one which 
I would heartily recommend to any keen 
real time wargamer. Cliff 



All the maps are highly 
detailed and very accurate 
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This is definitely one of 
the best real-time 
wargames available on 
any platform, both 
historically interesting 
and fun to play 




OCTOBER 1997 | ISSUE TWO | ULTIMATE PC 


















































As with the original Broken Sword game, this sequel is set amidst some glorious backdrops 
and locations. Look out for clues everywhere - mouse clicks will reveal many secrets 


Broken Sword 2: 




The Smoking Mirror 

When it comes to creating adventure games, deveiopers Revoiution 
have a strong track record. Now they bring you a new Bnoken 
SwoPiltsAe fuii of romance, deceit, murder and mystery. 




dventure games have undergone 
I continuous improvement over 
the years, and this sequel to the smash-hit 
Broken Sword is no exception. The first 
of the series surprised many and brought 
new fans to the genre. This, the second 
installment, continues from where the first 
left off and takes the hero of the tale on 
a journey halfway round the world. 

The visuals in Broken Sword appear to 
have developed in a similar trend to other 
adventure games of late such as Discworld 



Starting in Baris, you will soon have to move on to the Americas 


^ and Monkey Island 3 - all of the main 
characters have become far larger and 
contain much more detail. The games now 
look far closer to a Disney movie than the 
once pixillated games of old, and it's hard 
not to appreciate the amount of effort 
that has gone into getting the characters 
to look and move right. You only need 
to cast a passing glance over the credits 
to realise how many animators and other 
artists were involved in the new game's 
creation and as a result, the initial impact 
of Broken Sword 2's presentation is really 
quite astounding. 

However, great graphics are not the key 
to a great adventure. The story line that 
develops as the player proceeds through 
the game has to be both convincing and 
involving - Broken Sword 2 succeeds on 
both accounts, with a superbly written 
plot which teasingly unfolds before your 
eyes as you progress. 

Wrong Place, Wrong Time! 

George Stobbard, the hero of the story, has 
the unfortunate ability to get knocked out 
at the beginning of every adventure he 
has. In the first Broken Sword installment 
he was caught in an explosion which left 




Interaction with the game's many 
characters is essential to success 


him out cold underneath a pile of rubble. 
Six months later, in the second installment, 
George gets clubbed from behind whilst his 
girlfriend gets kidnapped - a nasty habit 
of being in the wrong place at the wrong 
time. With his girlfriend missing, George 
has to begin piecing together clues to 
find out why she was taken. As clues are 
found, the bigger picture slowly reveals 
itself, and George progressively becomes 
more involved. 

Fans of the first game will recognise 
numerous characters that have returned, 
and have all developed in their own way. 
A lot of thought appears to have been put 
into how these characters have developed 
over the six month period between the 
first and second tale. For example, the 
drunk Gendarme who sat outside of Mont 
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One of the qualities of Broken Sword 2 is that selectable, or collectable items are not distinguishable from things 
that are not, so players really have to investigate each and every location thoroughly if they want to progress far 


Faucon remains in the same seat, although 
this time he is no longer a member of the 
police. You soon discover that it was your 
fault that he was fired, but fortunately he 
doesn't suspect you. He looks a lot worse 
for wear and you can't help feeling a little 
sorry for the now bitter and twisted man. 

Puzzle Solving 

Everything you interact with ties in so 
perfectly, which is due to the very tight 
structure the game keeps. Everything that 
can be highlighted has a purpose, which 
keeps frustrations to a minimum - a little 
logic and imagination will soon solve the 
puzzles that you face. This isn't to say that 
the puzzles are easy, just that the game 
won't let you stray too far, and you still 
get that sense of achievement which is 
important to keep players intrigued. 

The possibility of dying is something 
that has recently lost its appeal in many 




adventure games, due to the fact that it 
leads to endless frustration. Games such 
as Leisure Suit Larry almost made a mockery 
of dying, but Monkey Island changed all 
that. Taking death out of the game meant 
that players were less afraid to experiment, 
and it meant players didn't have to worry 
about the consequences. Broken Sword 
however has re-introduced the possibility 
of dying but has also added an element 
of timing to the action. You won't find 
yourself killed by trying to solve puzzles, 
but rather when you're in life threatening 
situations, such as when somebody is 


his hands up in the air. Elements other 
than basic exploration and puzzle solving 
are now beginning to appear in adventure 
games, adding much needed variety to an 
old concept. 

Conversations still remain an important 
element of the investigation and provide 
more than just a time filler or joke teller. 
Although you are given an option of what 
to ask, the truth is that you need to ask 
about everything, until George tells you 
that there are no more options available. 
Some people may think that the amount 
of talking required may sound laborious. 


Broken Sword 2 is both flawlessly 

presented and implemented 


but the script is so well written and the 
acting so good that it becomes a pleasure 
to listen to. The characterisation and the 
subtle humour are of an extremely high 
standard and wouldn't go astray in a movie. 

Broken Sword Z seems, at times, to 
involve more detective work than actual 
adventuring and you're unable to explore 
locations until a clue actually leads you 
there. This does mean that, occasionally, 
the game feels like it's leading you by the 
hand. Being presented with only one or 
two puzzles and a couple of clues at any 
one time keeps the plot linear, but the 
story is so well written that you remain 
constantly involved. 

The music deserves a mention simply 
because it is so professional and matches 
the quality of the graphics and plot. The 
well written orchestral scores performed by 
the London Metropolitan suit the scenes 
perfectly and change seamlessly with the 
action. More importantly, the music reacts 
to the situation players find themselves in. 
For instance, when there's danger lurking 
nearby, the tempo and volume increases 
to warn players, adding truly excellent 
depth of atmosphere and tension. 

Revolution have created an adventure 
full of all the important ingredients that 
you would expect in a classic detective 
novel: murder, mystery, deceit and romance 
are all placed in exotic locations, in a 
winning form which is both flawlessly 
presented and implemented. 3on 


pointing a gun at you. Quick thinking and 
lightning reactions are required to get out 
of trouble, and the action is never out of 
your hands. 

It's all in the Timing 

Timing is required in many other instances 
throughout the game, such as stealing the 
drunk Gendarme's flask. The flask can only 
be taken when he covers his face with his 
hands. Spiking the fat pompous man's 
drink in Glease Gallery with the contents 
of the flask once again requires timing, 
and can only be done when he's holding 


Things don't look good for our hero as he stares down the barrel of a gun... 


CONTROL 

unii/iiT' 


1 i1 iTil 

Interacting with the game's 
environment is kept simple 
thanks to the user-friendly 
control interface. A simple 
and appropriate menu bar 
appears whenever players 
want to pick up, drop and 
use items, move around the 
numerous locations and talk 
to one of the game's many 
characters. The mouse pointer 
changes to indicate what the 
players options are - it would 
change into an animated hand 
doing a picking up motion 
whenever players highlight a 
usable item. These can then 
be stored in the inventory 
and later dragged and placed 
onto whatever players want 
it to interact with - such as 
using a dart on a cabinet 
door to try and unlock it. 
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A quality adventure game 
which fans of the original 
will love and newcomers 
to the series will find 
utterly compulsive 
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Avoid the ground in Digitai integration's iatest flight sim. 




Yet another external view 
of the very powerful F-16 


ffUf BY WIRE 

I 


The F-16 is the dogfighter 
of the modern jet fighters - 
it was one of the first 'fly 
by wire' planes, meaning 
that all its control surfaces 
are operated by computers. 
The first f-16 came out over 
ten years ago, so they must 
have used a ZX Spectrum or 
something like that 




Apache gunners can target an enemy unit simply by looking at it, but it's 
still hard to fathom out just how this guy can fly without any arms! 


W71 

■ or the majority of us that can't 
■UH quite afford the huge luxury of 
owning - or even being allowed to borrow 
from a military organisation - a super 
fast F-16 fighting Falcon, this is going 
to be the closest thing yet to being in 
one of these winged sports cars of the 
sky. Most of the flight simulators around 
at the moment seem to go one of two 
ways: either they put the emphasis on 
fun and make the flight model simple so 
you can get up there and blast anything 
in sight (which is good fun for a while 
but can leave you with a rather hollow, 
empty feeling that you haven't actually 
accomplished anything), or they are too 
over-complicated (which can leave you 


with a rather hollow feeling that you are 
completely inadequate and too thick to 
figure out what everything does). 

Well you need feel empty and hollow 
no longer - F-16 caters for both ends of 
the spectrum of play and both kinds of 
gamesplayers. Yes, it falls in the centre of 
this flight sim balancing act. 

l^irkey Shoot 

The game is easy enough to get into for 
your weekend flyer who wants nothing 
more than a quick turkey shoot, whilst 
having enough in it for the big furrowed 
brows of the hardcore flight sim enthusiast 
(with their moustaches, flight jackets and 
mirrored shades). 



An external view of the plane - not 
very useful, but nice all the same 


small square screen in front of you, so 
sims need to try and get the tricky balance 
between realism and good gameplay just 
right; aiding the simulation player whilst 



The closest thing yet to being in one 

of these winged sports cars of the sky 


The problem with complicated flight 
sims is that, whilst they might incorporate 
all the systems and modes of a modern 
fighter plane, there's one thing that a 
sim can never capture; and that's proper 
spatial awareness. 

If you're in a plane, you can usually 
tell what's going on around you, mainly 
from your peripheral vision and the basic 
sense of space you get from actually just 
being there. This feeling could never be 
captured by playing the game through a 


still giving an authentic feel of flying an 
aircraft - a difficult thing to do. 

F-16 seems to have got this mix just 
about right, with quick access to all the 
views around you and padlock views so 
that you can track incoming targets. As 
well as this, once you've sussed out the 
in-craft MFDs, the operation of the plane's 
systems becomes easy and switching your 
lock between ground and air targets is 
second nature. The only complicated part 
to the radar is perhaps when you have 
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This gung-ho pilot shows of his new, top-of-the range F-16 convertible. It 
conies fully equipped with retracting cockpit, although it looks mighty cold! 


High as a kite 

Yes, the flight model is great, with more 
than enough bells, whistles and plenty of 
different radar modes to help keep you 
interested - but what's the view like out 
of the window? Well, anyone who bought 


The emphasis of gameplay has been 
placed completely on player immersion 
in the game, with a complete war feel 
to the game. Many of the missions have 
you supporting ground troops whilst the 
battle rages around, calling in wingmen 
for support and other battlefield duties 


More than enough bells, whistles and 

radar modes to keep you interested 


FI6 can't boast the best in-game 
graphics, but it makes up for this 
with some highly realistic flight 
mechanics and solid gameplay 


to switch between tracking an incoming 
flight group from one blip to the group 
of individual blips making up the whole 
flight group, but once this is sorted it's 
easy. The weapons systems are all fairly 
straightforward and clear as well, and in 
most cases they're computer aided for 
ease of use. 


Digital Integration's Apache or Hind games 
will probably recognise the terrain used 
here. Okay, it doesn't have the realism of 
say Novalogic's F-22, but this landscape 
shifts as you whizz over it in your flying 
death machine. You can fly over Korea, 
Israel or Cyprus and take part in up to ten 
single missions or 20 linked campaign 
missions per war zone. 


that the average F-16 pilot gets up to. 
This interaction with other troops helps 
make the budding pilot to feel more-like 
part of a campaign and less like a lone 
gunman of the skies. 

The sound is great, but with one very 
important exception: the cannon. Okay, 
now I've never sat in an F-16 and fired 
the cannon, so it might just sound like 
a weedy popgun going off, but even if 
it does, they could have ignored that and 
souped it up a bit, to make it sound like 
you were actually firing something that 
could do some damage! This may seem 
trivial, but I think it's important. Apart 
from this the rest of the sound is great; 
the missiles whoosh, the engines roar 
and explosions boom and make you feel 
thoroughly as if you were in the middle 
of a combat zone. 

F-16 also has multiplayer options for 
up to 16 players on a network, for which 
you'll only need one CD. But if you just 
want a two player dogfight then you both 
have to have a copy of the CD to get it 
on... why, oh why, couldn't they have just 
made a multiplayer spawn so that you can 
play two players with one CD - like the 
Novalogic games? 

Overall this really is a first rate flight 
sim - for now, but I get the feeling that 
there are some new next generation sims 
coming that may knock the spots off this 
and change the face of the genre yet again. 
Longbow 2 is one that instantly springs 
to mind. Phil 



The F-16 can carry an incredibly diverse selection of weaponry, as this close 
up picture displaying its full armament clearly shows - missiles galore! 


FALCON HELL 


In an air combat role, the 
F-16's manoeuverabiUty and 
combat radius (distance It 
can fly to enter air combat 
stay, fight and return) exceed 
that of all potential threat 
fighter aircraft. It can locate 
targets in nearly all weather 
conditions, and detect low 
flying aircraft in any radar 
ground clutter. 

In an air-to-surface role, 
the F-16 can fly more than 
500 miles (860 kilometres), 
deliver its weapons out with 
superior accuracy, then defend 
Itself against enemy aircraft, 
and return to its starting point 

An all-weather capability 
allows it to accurately deliver 
ordnance during non-visual 
bombing conditions - nifty 
Isn't It? 
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1 A good all-rounder that I 


offers complexity with an 
intuitive interface. It's 
not the most gorgeous 
flight sim on the market, 
but it compensates well 
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As you can see the, graphics in Speedboat Attack are pretty stunning, even without cards to boost them up. There are five different environments 
to race around, each with their own characteristics. Just look at the snowy peaks and aqua-marine water effects - and they^re not blurred either! 


Speedboat 



IHOTPROPEBTYL 


MUST gg|| 


A boat race thriller that could have been 
scripted from the Bond classic, Live and 
Let Die. Prepare for the race of your life! 


Attack 




acing games are always pretty 
I popular. Surprising really 
because they are generally not that 
complicated; everything just revolves 
around the excitement of winning and not 
necessarily the way you go about it. With 
Speedboat Attack the objective is no 
different, simply to reach the finish line 
first, whatever way you can. By this I 
mean you have plenty of underhand 





tactics available to you to fend off the 
opposition. Even though the game is 
called Speedboat Attack, however, you can 
play the game in race mode so you don't 
have people firing at you all the time. 

Saying that though, for all you 
trigger happy gamers, the answer is, yes, 
you can fire a range of weapons at the 
opposition, and, yes, there are innocent 
Robinson Crusoe type characters onshore 
to fire at a la Carmageddon. There are 
even funny little penguins and Gorillas 
to pick off. The real requirement for 
ammunition however is for the generous 
giving out to your competition. The 
heat-seeking missiles at your disposal 
are quite effective for such jobs, though 
you need to be pretty close for them to 
work effectively. The missiles and 


ammunition are all available as pick ups 
around the courses. 

Speed Kills 

The game has all the power and 
excitement of formula one racing with all 
the bump and glide of pleasure boating. 
The powerboats are futuristic in the fact 
that they have over lOOOBhp to play 
with. Whether you can feel that extra 
power within the game is debatable. The 
boats handle differently so it is best to 
stick to one first to learn the tracks. All 
of them feel a bit like the craft from 
Wipeout. Some are more stable than 



Have a go at the yachts that get in 
your way, they love a bit of bullet! 
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There are many features in the water that 
affect the boat's handling - seaweed is a classic 


others but they tend to be slower, while 
others have faster acceleration. You soon 
find out which is your favourite. 

Totally Tropical 

There are ten different named courses to 
race around, though only five different 
routes and backgrounds - which is 
definitely a shame. The Caribbean 
Challenge, for example, is the same as 
Tropical Paradise - but set at night. 
However few courses there are, there is 
no getting away from the fact that they 
are all well presented. Even without a 
3DFX card the graphics hold up well, 
partly due to Criterion's use of MMX. 

Throughout the whole game there are 
many obstacles that add to the 
gameplay. Firstly the water itself can 
really mess with your direction. 
Sometimes there will be cross currents 
which emanate from nearby waterfalls, 
these sometimes hide shortcuts too. 

More confusing and dangerous are the 
whirlpools, hit them from the wrong side 
and you have had it, you'll be all over 
the shop. However if you can read them 
right you can use them to gain a bit 
more speed. What's on the water is a 
different kettle of fish. You have to 


Hit this jump at speed and you may 
just fly up a few places 


contend with mines, enemy gunners, 
icebergs, whirlpools and fire. Many will 
cause you damage and most will slow 
you down, especially the seaweed, not to 
mention the hardy bridges and cliff sides. 

As far as playability goes you either 
choose one player against the computer, 
two players with split screen or up to six 
players over either LAN or the internet. 
Best played with a joystick or game pad 
really, but the controls for the keyboard 
can be configured to your own personal 
requirements, though the standard arrow 


something decent, they have gone for 
a tacky American who provides sarcasm 
throughout the game such as, "wrong 
way" and, "wow, what a race." Luckily 
you can alter the levels of all the 
sound effects which is a relief, 
especially the scratching you get when 
your hull hits some rock. The game is 
hard to get the hang of to begin with. Looks like everyone has 

Even though it warns you about them already gone to tea! 

in the commentary, the corners are - 



Throughout the whole game there are 
many obstacles that add to the gameplay. 


keys tend to be effective enough. 

View replay shows you all your messy 
steering off to the fore as well as all the 
great explosions. In the race you also 
have a few views to choose from. This 
really makes a difference when it comes 
to handling, the in-boat view doesn't 
leave much room for error. 

So, What's Wrong With It! 

Well the most annoying part of the 
game is the commentary. With no 
recognisable celebrity to provide 


really sharp and hard to judge. This is 
the case on all of the tracks too. 

Compared with Interplay's speedboat 
game. Powerboat, this title has more 
excitement and a greater challenge I 
think. Sometimes you are so keen to be 
firing missiles you end up hitting all the 
mines and ploughing into islands. There 
are a few nice effects such as spray, bird 
crap and bullet holes that appear on you 
windscreen which makes you feel more 
like you are actually in the driving seat, 
rather than behind a computer. David 
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With a lawline like that, naturally he became a hero. And as for the hair... 







Publisher 
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Great fun, and silly with 
it. The sort of adventure 
game you can play 
without turning yourself 
into a deranged psychotic 
killing machine 
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Wherever they may strike, the indomitable Agent Armstrong confronts the 
evil Syndicate, on land or in the sea. Truly, a hero's work is never done... 


your task, before you fire off a flare to 
signal the helicopter to take you back to 
your base. 

There is a lot of shooting, but accuracy 
is not a major issue and baddies frazzle 
to cartoon skeletons rather than bleeding 
to death in agony. This is pure violence 


configurable joystick then this is really 
the ideal game for it. 

Although the game is simple to play 
and hugely enjoyable, there has obviously 
been a lot of thought put into all of the 
puzzles which make up each mission. Okay, 
they are not complicated, but do require 


you to keep your eyes open and to think 
clearly. On most levels you can make your 
life a lot easier by doing certain things 
in the right order rather than just trying 
to blast your way through. A good example 
is on the first mission, where a man up 
on a roof with a mortar can be taken out 
early on to prevent him dropping bombs 
on you later. 

If you're buying games for a youngster 
who demands action and explosions, but 
you are worried about the graphic and 
realistic violence found in some games, 
then you really should take a look at 
this one. 

However, while Agent Armstrong may be 
aimed fairly and squarely at the younger 
end of the games market, it should also 
appeal to anyone older who likes their 
action seasoned with quirky humour and 
absurdity. Highly recommended. Cliff 


without nightmares, and appears about as 
offensive as a Roadrunner cartoon. 

The actions within the game are easy 
to master, being fully keyboard controlled. 
Direction arrows control movement in 
eight directions, and other keys allow you 
to jump, lie prone, throw grenades, scroll 
through equipment etc. If you have a 


The Syndicate have captured the world's most deadly fighting machines to 
carry out their evil deeds. You have a tommy gun. It's not easy being a hero 


Aifent 


...and with a single 
bound, Agent Armstrong 
was free... 


Armstro 


t's 1935, and the evil Syndicate 
I is trying to take over the world 
(do evil Syndicates ever do anything else?) 
Only the Agency, as represented by you. 
Agent Armstrong, stand between them and 
their goal. With square-jawed heroics and 
your trusty Tommy-gun you must run, leap, 
and blast your way to victory in Virgin's 
fun shoot-'em-up. 

And fun it is, too. The emphasis is on 
humour, from the extremely silly opening 
sequence to the cartoon style graphics 
of the game itself. The missions are very 
simple at first, with primary and secondary 
goals and plenty of health and weapons 
upgrade pick-ups. Other objects found 
along the way also help you to complete 


I 
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game structure have more to do with the 
kind of resource management and complex 
stratagems that are found in real-time 
combat games. 

Virus eyes are smiling 

Virus puts you through a series of fifteen 
missions in which you must seek out and 
destroy all the virus strongholds scattered 
throughout your computer. After the first 
few training levels you will have to start 
competing against the virus forces, and 
slowly eradicate the nasty viral infection 
from your system. 

You have a wide selection of offensive, 
defensive and strategic vehicles at your 
disposal to carry out your mission, not to 
mention an advanced system of handy 
installations and factories. Starting at 


Review 


Virus 

n there's one thing that's more annoying than the 
Spice Giris, if s a virus eating up your hard drive. 


Virus makes your computer into an interesting game, using all your files as locations which can be mined 


You wouldn't believe what is hidden within your hard drive, the manual doesn't tell you about eyeballs! 


The depths 
of your PC 

Virus lets you delve down into 
the depths of your PC, so you'll 
have to be careful just what you 
have on your hard drive! After 
all, you wouldn't want to let just 
anyone go poking around there, 
now would you? 

Luckily though, it's possible 
to password your files to stop the 
game from going into them, handy 
for hiding those nice pictures 
of bunny rabbits that you may 
not want anyone else to see. 


In Virus you get to do just this - you 
can fly around all those files that you've 
been creating and stuffing full of your 
darkest thoughts and intimate details. 
There's a virus in your machine and it's 
up to you to get in there and flush it out. 
The virus is doing what viruses do and 
is busy systematically taking out all of 
the important bits of your machine, and 
then corrupting them nicely so that they 
become inoperable. 

The 3D part of the game actually looks 
slightly familiar to Descent but there the 
similarity ends. The actual idea and the 
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magine if you could actually go 
down inside your computer... 
what would you find, what odd lost files 
could you uncover in the dark recess that 
is your PC? If it's anything like delving 
down into the back of my sofa, you could 
find anything from old combs to bits of 
thousand year old fluff. 

Anyway, imagine if you could see what 
it would be like to fly around inside the 
workings of your oh-so-precious system; 
past your video drivers, right around your 
personal files and into the heart of your 
CPU. Mmmm... sounds a bit like Tron. 
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During the game you have access to the map of your computer at all times 




your base (your KB Transformer) you can 
build many installations such as vehicle 
factories, repair bays, ammunition factories 
and defence rooms. Because of specific 
energy requirements some of these must 
be built near your base. 

You get around inside your machine 
with various vehicles, which can either be 
piloted directly from the keyboard or can 
be given a series of pre-set instructions as 
to where they need to go. 


As with all real-time strategy games 
you have to collect a source of energy 
to keep going, and in Virus it's called 
Kilo Bytes. To collect more of these you 
have to send out collectors, which bring 
back the KBs to your transformer, where 
it is converted into a usable power source 
for you. Unfortunately the KBs cannot 
be collected from infected files - this is 
where the strategy part of the game kicks 
in. Get the KBs before they are infected 
- you see. Luckily you can convert infected 
files, but this is a very time consuming 
process - and time is precious in Virus. 


When you first see Virus you may think 
that it's just Windows Explorer with some 
pretty graphics by the side, but the panel 
on the right is actually Virus version of 
the overhead map; this is where you can 
see how the struggle against the virus is 
going and where you plan your strategies 
to defeat the computerised infection. 

The 3D view, seen to the left of the file 
manager section is a visual representation 
of the file that you are in and it's here 


that you will come face to face with the 
virus and everything that you have inside 
your machine. 

This is the novel part of Virus: as you 
actually fly through your system files, it's 
completely unique every time you play it, 
depending on what you have inside the 
dark recesses of your PC. As you fly past 
.wav files they are triggered, and when 
you enter a file that contains any sort of 
visual file these are displayed and you 
can fly around them, so now you're going 
to have to be careful what you put on 
your machine: after all, you wouldn't want 




Thought you could hide? I know my 
computer like the back of my hand 


anyone seeing those personal pics that you 
downloaded off the Net, would you? 

Virus' concept is a stunning and very 
original one: the inside of your machine 
bought to life. Navigation is easy thanks 
to a simple interface and if you've used 
Windows before then you'll be right at 
home here, which in a way is the only bad 
point to the game. I mean, as PC owners 
we have enough troubles with sorting out 
system errors and actual viruses, without 
having to contend with a virtual infection 
as well. 

The makers of the game are very keen 
to stress that Virus is in no way a real life 
virus, and will not in any way actually 
harm your system. But then anyone would 
have to be pretty daft to think it would, 
and then pay good money to get infected, 
wouldn't they? Still, just in case you do 
get one sneaking in, there's a free Virus 
Toolkit included with the game - just to 
be on the safe side like. Phil 



The screen here on the wall is the 
same as the image on the desktop 


You will come face to face with the virus 
and everything inside your computer 


1 fell in love 
with a Virus 

The game is different on every 
separate computer system that 
it's played on - it's your own data 
that determines what you have 
on your PC, and so the look and 
feel of the games. The multiple 
strategies and virus types will 
determine the way that you play 
this game. 




You may laugh, but from 
where Tm standing...! 
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ril have a pint of your 
best please, barkeep 



The Guardians of Tire - protectors of the Stallites - are pretty cool-looking 
fellas that look as if they've just stepped out of a New Romantic's video 


Feeling like you're in a real battle, 
but not actually there - suits me 




Dark Earth 



The world of Dark Earth 
is mainly occupied by 
seedy blokes that like 
nothing better than a 
quick visit to the local 
lap dancing club... 


You are Arkan, Guardian of Fire, and oniy you 
can save the worid. 




The game has many different locations, enhanced by real-time shadow effects 
and lighting, combined with plenty of intriguing action in the background 


□ ark Earth from Microprose is a 
very beautiful new walk-around 
fantasy adventure game, which is set in 
the far future, after a cataclysmic war 
has annihilated most of humanity. You 
play the part of Arkan, a Guardian of Fire 
from the monastic city of Sparta (not to 
be confused with the ancient city of the 
same name). 

After a nasty incident involving some 
invading barbarians and a large bottle of 
corrosive liquid, you are sent off on a 
quest to save your people and the world 
from the encroaching darkness and evil. You 
are given very little information at the 
outset, and only by talking to the other 
characters within the game can you hope 
to figure out just what is going on and 
precisely what you are expected to do 
about it. 


The game is truly spectacular in its 
visual splendour, with the motion-captured 
characters moving through beautifully 
lit, high resolution rendered scenes of 
a quality comparable with those seen in 
Myst or Riven. The design of the city of 
Sparta itself is vaguely reminiscent of 
medieval China, and the costumes and 


All DR NOT 3D. 


L S ' 



Arkan drops in to the UPC offices to 
have a little chat with the editor 

armour of Dark Earth's main characters 
reflect this. The game's main 
protagonist, Arkan, bears more than a 
passing resemblance to Monkey, from the 
TV series of the same name. 

The rendering of the figures is very 
good, and includes light-sourced shadows. 
Movement within the environment is 
also good; for instance when searching 
through a desk, Arkan's hands touch the 
objects on the desktop, even though they 
are not Tive' objects. 

The player's view of the action is from 
a series of fixed camera positions, and 


3D graphic adventures of this type are a natural 
progression from the earlier scrolling 2D games such 
as Monkey Island. The emphasis tends to be mainly 
on puzzle solving rather than fighting, although there 
is a trend towards combining this type of game with 
the 3D shoot-'em-up genre exemplified by Doom and 
Quake. The latest example of this hybrid game is 
Synthetic Dimension's Perfect Assassin, reviewed 
elsewhere in this issue. 
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Darklands 


The areas outside of the 
Stallites are known as the 
Darklands. Apparently it's full 
of fortresses full of nutters, 
all waiting for you to come a 
knocking on their door. 



Arkhan 

You play as this chap who 
has been contaminated by 
some nasty black stuff, it's 
up to you to find the cure 
before you're completely 
shunned by your community. 



The Sunseers 

These are the priests of the 
sun god. They pray a lot and 
are generally held in great 
esteem by the people of Dark 
Earth. Although some think 
they preach mumbo jumbo. 



of Fire. 

The Guardians protect the 
Stallite, seeing off untoward 
types and protecting the 
population of the Stallites 
from the terrors of the dark. 



Bring on the 
Mutants. 


The mutated creatures appear 
to be strange variations of the 
animals and plants of today, 
not the regular goblins, trolls, 
and other familiar monsters. 



as Arkan moves from scene to scene there 
is a quite noticeable pause as the next 
high-res image is loaded in. I was playing 
the game on a P200 with a 12x CD-ROM 
drive, and the delay was still just short 


of irritating. On a lower spec machine, 
this waiting around could prove to be an 
annoying problem. 

Game control is generally very good. 
The direction arrow keys control 


assigned to different single keys, so 
selecting a weapon during combat is 
very easy. The fighting styles are well 
animated and the fights are always 
tense and exciting. 


The game is truly spectacular 

in its visual splendour. 



movement, and when combined with 
the Ctrl and Shift keys, they control 
combat as well. You enter the combat 
mode by pressing X', which causes 
Arkan to drop into a fighting crouch and 
raise whatever weapon he is currently 
holding. Different weapons selected 
from within the inventory can be 



With the intrigueing storyline and all 
these unique features this really is a very 
good game indeed, and excellent value for 
money. The stunning visuals and overall 
quality of Dark Earth make this a fine 
title and one which any fan of the 
fantasy adventure genre will definitely 
want to own. Cliff 



The cut scenes in the game lead you into close combat, where you have to You must search each room with 
use your skills as a swordsman in some realtime fighting... care to find the answers you seek 



Crazy bald blokes, a.k.a. 
the Sunseers, are the 
Priests of Dark Earth 
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Lovely scenery and 
game design, along with 
an original fantasy 
storyline make Dark Earth 
a real quality game 
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International 



This new racing sim aims to bring driver and car 
cioser together, combining improved graphics and 
superior car handiing for a high octane chaiienge. 


HOTPROPfflTYl 




wiusT sal 


Championship 



As you can see from these impressive shots most of the game is spent zooming 



y biggest hang up with most PC 
1 racers is the fact that you very 
rarely feel like you are actually in the 
vehicle. International Rally Championship 
in the most part fits into this category. 
So just what is it that makes a game feel 
more realistic? 


Bee In Your Bonnet? 

Well, I have been driving long enough to 
know that a car has a bonnet in front 
of the windscreen but for some reason, 
none of the rally games I have looked at 
recently seem to include such a simple 





option. The bonnet of the car gives the 
driver a point of perspective, enabling him 
to judge the road, so its exclusion seems 
a little odd, to say the least. 

Ironically this title's 'in your face' view 
is actually called the 'bonnet' - which 
describes where it is placed rather then 
what you can see. The other view on offer 
is the 'chase', which gives the drivers more 
control and more road to play with but 
is much slower. So much for the views on 
offer then. 

Another substantial point of criticism 
of International Rally Cross is the fact the 



Wheel spins and heavy braking give off loads of dust and burn the tires too 





mmmM 



into the red on your speedometer 


car doesn't really look like it's sat on the 
ground, more like it's bobbing around on 
springs - but I suppose that's the nature 
of rallying, which is especially known for 
its impressive crashes. These actually make 
up one of the cool aspects of the game 



The lighting effects are 
realistic, noticeably more 
in the night racing stages 



At times it's nice just to stop and admire the spring-time blossom 
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Safari so good! The dusty 
and sandstorm filled big 
desert stages can often 
make your car spin out 













- the tussles and accidents that you find 
yourself in are impressive. Although they 
could be construed as being somewhat 
over the top, the flips and wipeouts really 
give the game an edge but unfortunately 
the triple somersaults only occur in 'chase' 
view - thought it was too good to be true! 

Simply the Best 

In spite of the niggles, International Rally 
Championship is by far the best PC rally 
game out. Sega Rally and Screamer 2 both 


looked pretty good but with 3DFX on their 
side Europress were always going to come 
out on top. Not only are the graphics far 
clearer but the gameplay is faster with it. 
There are many more options too, such as 


a wider variety of tracks - snow, desert and 
jungle are just a few - and tons more cars 
to choose from (nine to be precise). I chose 
to skip the Proton and Skoda, relying more 
on the stylish, sleek beauty of Subaru. 

Give me a brake 

Sometimes the stages can be a bit too long 
at 12 to 15 minutes each. Having to stop 
to refuel every five minutes does stretch 
one's concentration and you have to really 
slam your brakes on so you don't miss the 


fuelling stops. Luckily the game's editing 
feature allows you to create a few (shorter) 
stages of your own. 

Racing a mate is also possible, with 
multiplayer via IPX and modem on offer. 


as well as all of the different modes like 
arcade (checkpoint dashing) or Simulation 
mode that allows you to do things properly 
and take part in a rally championship - 
complete with league table scoreboard and 
all the trimmings. 

Europress have followed the success of 
the Network Q Rally with a game of true 
strength. Only Elite may have what it takes 
to better International Rally Championship 
- we shall have to wait and see! David 


mmm aumaj 



International Rally Championship is 

by far the best PC rally game out 



ilthJSlL 


r 029 


The Skoda has gained a lot of respect on the One of the largest vehicles in the race and a One of my favourites, fast into the corners 

rally drcuit so give the poor chap a break! bit bulky but reaches a good top speed good acceleration and a bit of a looker 
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KEYS, JOYSTICK & WHEEL 


An advancement from 
Network Q Rally that 
retains all of its redeeming 
features. More variety in 
gameplay makes this one 
of the best 


VERDICT 
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icrosoft Flight '98 carries on in a 
I Long tradition of flight sims that 
first began over fifteen years ago. Since 
the very early days of computer gaming 
with their wireframe landscapes, the sim 
series has come on immeasurably and this 
latest version is, quite simply, one of the 
best flight sims around. 

Flight '98 basically offers pilots four 
main modes of play; learn to fly, create 
flight, select flight and multi-player. For 
those who are new to flight sims, the learn 
to fly section should be the first port of 
call as there are some invaluable tutorial 
flights included, where players are coaxed 
- audibly and by on-screen instructions 
through a selection of simple basic flight 
routines. These tutorial sections do work 
superbly and help ensure that absolutely 
everybody - not just the experienced - 
can get in to the game. 

The create flight section of the game 
is for the more experienced pilots who 
know what they're up to and where they 
want to go. Basically, players can select 
a starting location, a plane and weather 
conditions and can then go flying off to 
wherever they Like. This provides players 
with an opportunity to set up their own 
scenarios, which can be saved and flown 
over and over again. 


Stunt Flying 

The Select Flight section of the game is 
broken down into three further sections. 
Most exciting and demanding of these 
is the challenge mode, which takes the 
form of dozens of stunts and tasks that 
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The selection of craft, 
huge range of locations 
and excellently graduated 
skill levels on offer make 
this one of the best flight 
sims on the market 


We've all flown FI 6s, F22s and 
Apache helicopters through 
war torn countries, hut have you 
tried ahout something a hit more 
sedate, like a Cessna over San Francisco 
Bay? No? Well now's your chance. 


Flight 


'98 


Flight '98 offers players the chance 
to fly to cities all over the globe 


Each of the craft available requires different flight skills - but don't worry, 
the excellent tutorial mode ensures even beginners can take to the skies 


players must perform. As an example, one 
requires players to fly under the Eiffel 
Tower upside down! 

As you can imagine, these are all far 
from easy and will prove a stern task for 
even the most experienced pilots. Those 
who're a bit short on air miles needn't 
worry though - they can try the far more 
straightforward adventures or practice 
on a pre-determined flight: these start 
players off at a set point and requiring 
them to fly from A to B. 

Whilst all the modes of play already 
mentioned have been designed with the 
single player in mind, if friends want to 
hook up via the Internet and take part in 
stunning air displays, or simply want to 
fly around impressing people with their 
skills, then Flight '98 allows them to do 
just that. Players will be able to meet up 
at Microsoft's Internet Gaming Zone and 
arrange to fly together to anywhere in the 
world that they wish. 

It may not be quite as gripping as the 
multi-player deathmatch mode in Quake, 


but hard-core flight sim fans will no doubt 
appreciate it all the same. 

Plane Crazy 

Unlike most of the combat flight sims, 
which feature just one plane. Flight '98 
boasts eight different ones. Ranging from 
a World War I Bi-plane, through to a new 
state-of-the-art Learjet and Boeing 737, 
each planes offers players a completely 
different flying experience. 

Flight '98 also boasts a staggering 3000 
different airports which players can take 
off from and land at. Each of these many 
airports and their requisite cities have 
been recreated in amazing detail, making 
this one of the most visually stunning 
flight sims yet seen. 

With a useful tutorial section, some 
superb graphics and a greater selection of 
planes and locations than is imaginable, 
Microsoft Flight '98 is a classic sim that's 
not so much a game, as an experience and 
an experience that everyone should be a 
part of. Jon 
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Mass Destruction 


Jump in your tank and blow anything and everything to pieces in BMG's 
latest offering, the aptly titled Mass Destruction. 




ass Destruction is an apparently 
I very simple game - you drive 
about in a tank blowing stuff up, while 
other stuff tries to blow you up. There 
must have been about a million variations 
on that theme, ever since the days when 
Battlezone was a top game. However this 
variation has enough going for it to be 
worthy of consideration. 

The game is easy to get into - first 
you select one of three tanks, either the 
fast, lightly armoured Viper, the slow but 
tough Cobra or the Cheetah, which is a 
good all-rounder, then it's on to the first 
mission. You are given some primary and 
secondary objectives, all of which must 
be completed to finish the mission, and 


of movement. Watch out for deep water 
though. Your tank doesn't float, and will 
explode if the bottom of the screen control 
panel fills up with water! 

As you move around the playing area, 
objects become translucent if your tank 
goes behind them, which is a nice touch, 
and almost everything can be blown up 


You drive about in a tank blowing stuff up, 
while other stuff tries to blow you up 


then you are plunged straight into the real 
theme of the game - combat. 

The graphics are pretty simple but well 
executed, with the battlefield viewed from 
above at a slight angle. The basic polygon 
scenery is a bit chunky - but stylishly 
drawn and well rendered, and landscape 
details such as vegetation and mud have 
appropriate effects on your tank's rate 


in a most spectacular manner. There are 
plenty of pickups lying around for armour 
bonuses, and plenty of ammunition for 
the various big weapons with which your 
tank is equipped. 

The action is very fast paced, and 
builds up as mission time goes by, with 
enemy reinforcements arriving in the 
shape of bombers and paratroopers. The 


bombers are seen only by their shadows 
on the ground, but their bombs are solid 
enough, and you have to move quickly 
to avoid being pulverised. Movement is 
controlled by the arrow keys, while the 
turret rotation , weapon selection and 
firing are all found over on the left of 
the keyboard. There is quite definitely a 
knack to steering the tank with your right 
hand while trying to aim the gun with 
your left - one which the enemy units 
seem to have been born with! 

With 25 missions set in four different 
terrains, there is plenty of playing time 
for your money here, and while this is 
not going to compete with Dark Colony 
and the like, it remains as an enjoyable 
and diverting game in its own right - 
and more to the point, one which you 
will find yourself coming back to again 
and again. Cliff 
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Simple, basic stuff, but 
highly entertaining and 
easy to pick up. 

Great for those moments 
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s Ruth 


Hank and Babe are back and still, nobody 
knows who they are. 
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Some nice animation, 
but nothing to write 
home about. If you really 
like baseball, then buy 
this game but otherwise 
don't bother 



have always found it strange, 

I and more than slightly arrogant, 
that Americans call their national baseball 
league the 'World Series' when nobody else 
on the entire planet gives a toss about 
the game. All that tiresome cack about fly 
balls and pinch hitters makes even cricket 
seem interesting. So it was only a matter of 
time before someone brought out a sim 
to recreate all that excitement, and with 
Aaron vs. Ruth: Battle of the Big Bats this is 
just what Mindscape have done. 

To be fair, this is an American import, 
and no doubt seems more interesting to 




Pick the line-up of your two teams from a wide range of famous historical 
baseball players, then see how they fare when pitted against each other 


This situation was not helped at all by 
the completely uninspiring gameplay. The 
camera viewpoint is fixed right behind the 
batsman - sorry, the batter - and the 
standard of animation resembles something 


The gairii! f Jaims to simulate the batting 
styles of the famous players featured 


people who regularly watch the real thing 
and think nothing of paying $200,000 for 
a bubblegum card depicting their favourite 
player. Having never heard of any of, "the 
most exciting baseball players of all time" 
my spine remained totally untingled. 


last seen on a Commodore 64. Since the 
game claims to feature 'Advanced Motion 
Capture technology,' having the batter slide 
about as if on skates is a bit pants really. 
The game claims to accurately simulate 
the batting styles of some of the famous 
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There is a ball. There are bases. There are some people running about. But 
to make any more sense of this game you really do need to be an American 


historical players featured, and this may 
be the case; I'm in no position to judge. 

Control of play consists of moving a 
cursor with the direction arrows or keypad, 
then hitting the space bar at the right 
moment to connect with the ball. There is 
no attempt to simulate the actual impact, 
just a change to another view of the ball 
in flight and the fielders moving to try 
and catch it, while a particularly pitiful 
display in the bottom left of the screen 
shows other players 'running' from base to 
base. Control of the pitching is even less 
demanding, requiring no timing at all and 
allowing only a limited amount of control. 
The manual option doesn't help - this is 
a very dull game. 

Additional features include the QSound 
system "dramatically enhanced soundfield," 
which works quite well, but is let down 
by the sound effects which it is used to 
create - an organ, token commentary and 
some crowd noise. There's also a Web link 
to 'your favourite baseball Websites' - the 
assumption being you have more than one. 
I think it's fair to say that if you prefer 
baseball to sex, you'll love this game, and 
it will probably serve you right. CHff 
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Waterworld 

Right then, hands up who wants to he Kevin Costner? Oh come on, chaps, 
there must he someone who fancies having a go... 




t is a general rule that one does 
I not expect too much from any 
movie tie-in titles of any sort, be they 
in the form of books, albums or games. 
There are exceptions; the novel of 2001: 
A Space Odyssey, the great Blues Brothers' 
soundtrack, and the new Blade Runner 
game (see this issue). However, when the 
movie upon which the product is based 
was so totally pants as Waterworld, one 
expects even less. 


Soggy when wet 

Waterworld is a kind of simplified real-time 
strategy game, vaguely similar to Cannon 
Fodder but lacking any of the humour and 
playability which made that game such 
a huge success. You must control a small 
team of warriors from your brotherhood 
in a series of raids on the floating bases 
or atolls of your enemies. The objectives 
of each raid are explained before it begins 
and are generally fairly simple: kill all the 
enemies, throw a few switches or levers, 
pick up items to use in barter and avoid 
the spikes. 

The atolls make a simple, limited area 
playing arena with two or three levels, and 
no great effort has been expended on the 
graphics; they are adequate to the game 
but nothing more. Between fights you can 
trade the items which you stole for more 


weapons, ammo, armour and the like to 
help strengthen your warriors for the next 
big raid. Before each raid you equip your 
team with weapons from your stock, but 
each character can only have one, so the 
choice you make is obviously important. 

The control of all of your warriors is 
accomplished by selecting them either 
individually or by dragging a box around 
a group of them, then clicking the cursor 
where you want them to run to. They will 
then fight everyone they meet on the way 
automatically. There are different cursors 
for move, pick up, fire and use switch - 
all done by clicking on the appropriate 
item as your people approach it. I found 
this mouse-only control method worked 



Between fights you can trade items for 
weapons, ammo, armour and the like 


in a somewhat clumsy way, but it might 
improve with practice. 

What's in a name? 

The engine of this game could be adapted 
to just about any game scenario by simply 
changing a few of the graphics. There 
is really nothing in the gameplay which 
relates to the movie, such as the quest 
for dry land, or anything do with boats. 


There are video clips between raids, and 
the pictures of the warriors show some 
of the minor characters from the film, 
but these are bolt-on extras, only there 
to justify the title. 

There is nothing to object to in the 
game; it is quite playable in its limited 
way, but there are much better games of 
this type available. And you don't even 
get to see Kevin Costner. Cliff 



On the left, we have a sighting of the peace convoy's new navy fleet, while the middle picture shows a slightly over 
staffed production of Three Men In A Boat. On the right, Kevin Costner's new Jacuzzi. It's enough to make Max mad 





ULTIMATE INFO 


INTERPLAY 


INTELLIGENT GAMES 


£39.99 


OUT NOW 


www.interplay.com/world 


ONE 


16MB 


P90 


SVGA 


SB +100% C 


MOUSE 

Not bad as a simple 
strategy game, especially 
if you like the film but 
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Hexen II features four different 


Hexen //has finally arrived, but has It been worth the wait? 
Ultimate PC endeavours to find out... 

Classy 
Characters 


The sheep don't pose a threat, but 
it's fun to chop them up anyway 


The world of Hexen II is littered with a wide variety of different enemies, 
which boast a much higher level of AI than those in Quake 


classes of character. From the top 
we have the Paladin, Assassin, 
Crusader and Necromancer. 

Each one is armed with four 
unique weapons and has two 
special abilities, that become 
more powerful as they become 
more experienced. 


exen II has been in production 
I for some time now, so there was 
a collective sigh of relief around the UPC 
offices when the reviewable code finally 
arrived. Of course we had all seen earlier 
builds of the game, but here, at last, was 
the finished product. Stacks of questions 
immediately began buzzing in our heads, 
'has it been worth the wait? Is it better 
than Quokel How does it play?' All the 
answers to these vital questions emerged 
over the next few days and thankfully, 
they were exactly the ones we'd all been 
looking for. 

Quake Beater? 

Having taken the old Quake engine, Hexen 
II was always going to be better than 
the slightly disappointing original but 
as to whether it could actually surpass 
Quake itself... Well, that was one of the 
most burning questions. The answer has 
to be a resounding yes. Hexen II takes 
the Quake engine and then builds on it 
to create the most accomplished first 


person perspective shoot-'em-up to date. 
But first the plot... 

Set some time after the original game, 
Hexen II is based on the world of Thyrion 
which has been split up in to four different 
continents. This peaceful world has been 
invaded by the dark armies of Eidolon and 
it's basically up to the player to liberate 
the planet (no small task, eh?). As with 
the original Hexen, players can choose to 
fight as one of four different characters. 


from a choice of the Assassin, Crusader, 
Paladin and Necromancer. Each character 
has his, or her own special powers and 
four different weapons. With the return of 
the Tome of Power - which was last seen 
in Heretic and theoretically doubles the 
number of weapons by enhancing each 
characters standard weapons, Hexen II 
boasts 32 different weapons in all. No 
other game in this particular genre can 
claim anywhere near this number. 


Hexen II 
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Note the translucency of the water. No longer do players have to 
dive in without knowing what's lurking beneath... 



One of the aspects to Hexen II that 
sets it apart from Quake is its RPG style 
content. As already mentioned, players 
can participate as one of four different 
characters. No matter which one players 
choose to play as, they start the game 
weak and inexperienced. Then, by using 
an experience points system similar to 


is fought frighteningly close up to the 
enemy. Because of this, it was always 
going to be important that the enemies 
in the game looked better than ever and 
this they do. 

Each of the enemies, whether it be the 
spiders, archers, or Hydra looks absolutely 
superb. What's more important, these 


A great game that has so much 
more to offer than Quake, how it 
will stand up against Quake II and 
Unreal though is another matter 


that seen in RPGs, players can improve 
the power and strength of their character 
as they progress through the game. For 
instance, the Assassin starts the game 
with just the ability to conceal herself 
in the shadows, but as she becomes more 
experienced she'll also be able to make 
herself invisible in more revealed areas. 

Unlike Quake, which features mainly 
ranged combat, a lot of Hexen 11's action 


enemies do actually show some real signs 
of intelligence. Those in Quake tended to 
stand around and let themselves be shot, 
but in Hexen II they can all be far more 
intelligent -=■ to the extent that they'll 
even try to escape injury by ducking the 
player's sword attacks! 

The graphical improvements in Hexen 
II over its predecessor and Quake don't 
end with the enemies - virtually every 


aspect of the game's graphics has been 
improved. The locations and environments 
in particular, whilst admittedly not quite 
capturing the same dark, overwhelming 
atmosphere as Quake, do look absolutely 
stunning in themselves. 

Multiplayer mayhem 

Of course with the Quake engine come all 
of the now familiar multiplayer options. 
Players can, either over a LAN or via the 
Internet, play Co-operative games, where 
everyone works together to complete each 
of the levels or Deathmatches, where all 
the players are out to get everyone else. 
There are also team games, where groups 
of players take on other groups. 

As with Quake - and just about every 
other game - these multi-player modes 
are undoubtedly the best way to enjoy 
Hexen II. Saying that, the one player game 
is as strong as any in this genre - so 
don't let yourself be put off from buying 
just because you don't have access to the 
Internet or a LAN. 

With superior graphics, more in-depth 
and demanding gameplay and of course 
the essential multi-player options, Hexen 
II is a definite Quake beater. Unfortunately, 
with Quake II and Unreal now lurking just 
around the corner. Raven could well be in 
some danger of having their big release 
overshadowed. Whatever happens in the 
•next few months though, nothing can beat 
the simple fact that Hexen II is a truly 
classic title. Jon 
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Ignition 

Leave your Formula 1 and Indy cars parked In the garage because Ignition, a 
new game which lets you drive anything from a hus through to a police car, 
is on the starting grid - and looking good. 



When the turbo gauge on the far right of the screen is full, players 
can boost their speed for a couple of seconds to overtake rivals 



H nifl ver since the days of old hits 
KhJI such as Nitro Racer the arcade 
racing genre has remained one of the most 
popular. Whilst other styles of game have 
come into fashion and gone out of favour, 
the arcade racing genre has always made 
for consistently compulsive gaming. Now 
Ignition, a game with playability firmly 
rooted in its engine, carries the genre on 
in the same vein. 


WEATHER 

REATEN 


The sun doesn't always shine 
in the world of Ignition, in 
fact the weather can wreak 
absolute havoc on a race. 

Each track is themed to a 
certain location around the 
world and has the weather and 
terrain to match! So, when 
racing in the wild west, you 
can expect sand storms and 
dust bowls, but if you're out 
in the snowy wastelands of 
cold Alaska, then watch out 
for ice and avalanches. 


Ilirbo Charged 

Although Ignition draws inspiration from 
some of the old greats, it's perhaps most 
comparable to Psygnosis' Speedster. This 
title and Ignition share a lot of common 
ground, including the top down view and 
the style of the game, but Virgin's offering 
boasts much more than Psygnosis'. 



Don't expect lots of fancy different 
views - top down is all you'll get! 



One of the few quibbles with Ignition is that there's no on-screen map that 
allows players to see how far ahead or behind they are - it's just like real life 


For starters Ignition has ten different 
cars, each of which has its own unique 
attributes that suit a different style of 
racing. Each car has four basic ratings; 
speed, acceleration, grip and turbo. Speed, 
acceleration and grip are all pretty much 
self-explanatory, but turbo - whilst not 
exactly novel - is something a little bit 
different from the norm here. 

Basically, each car has a turbo gauge 
which, when full, allows players to boost 
their speed for a second, or two. This in 
turn depletes the turbo gauge and players 
must wait until it has replenished before 
they can use it again. Each of the ten 
different vehicles has its own unique turbo 
rating, which means some cars can use 
their turbo for longer and far more often 
than others. Although this gives some of 
the cars a distinct advantage, the design 
of the tracks ensures that gratuitous use 


of the turbo will only end in disaster. With 
cliffs, jumps, hazards and obstacles the 
advantage that can be gained from the 
turbo comes in knowing when to use it, 
not how often. 

Itack Record 

As well as ten different cars. Ignition also 
offers seven diverse and very challenging 
tracks. Five of these tracks are available 
from the outset, but to access the other 
two, players must finish in the top three 
on all the other tracks. Unlike some games 
(and Speedster was one) each of these 
tracks is wildly different and so demands 
very different skills and tactics. In fact, 
as with any decent racing title, half of 
the game is getting to know each track, 
how to race it and where the short cuts 
are. There are roughly two short cuts to 
each track and although players will be 
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Ignition is full of jumps. The heavier vehicles, such as the monster truck 
above, will need to use their turbos if they want to make it over in one piece 


Watch out for the perilous 
drops and winding roads 


able to get right through the novice level 
without them, the amateur and pro levels 
are near enough impossible to win without 
knowing where they are. 

Shortcuts 

Additionally, simply knowing the location 
of the shortcuts is no guarantee to success 
because taking them is not without risk: 
if taken wrongly, players could actually 
lose more time than they could possibly 
have gained. As well as short cuts, each 
track is littered with natural hazards that 
can slow players down. By and large (and 
this can be one of the more frustrating 
elements of the game) your chances of 
succumbing to these natural hazards are 
influenced more by chance than by bad 
driving. For example, on one of the tracks 


On top of the shortcuts and hazards, 
each track demands different skills and 
is suited to a different car. So, whilst the 
police car with its impressive top speed 
and acceleration may have an advantage 
on the tracks with long straights, when 
it comes to the tight, twisting tracks its 
lack of grip lets it down badly. This helps 
ensure that no car or player can gain an 
unfair advantage over the course of a full 
Championship and makes the choosing of 
a car that's suited to each player's driving 
style essential. 

Car Wars 

With four different modes of play on offer 
(championship, pursuit, single race and 
time trial) and three different skill levels. 
Ignition already boasts more than enough 


A hugely enjoyable arcade racing game 
that's quick easy and fun to play 


the rain lashes down and lightning strikes 
all around. Now these lightning bolts strike 
completely at random and if players are 
in the wrong place at just the wrong time 
there's little they can do about it. 

Cruising around in first place, only to 
be struck by a random bolt of lightning 
and thus knocked back into last place can 
be a bit annoying to say the least, but 
then it can work the other way too! 


to entertain a single player, but it's the 
multi-player game which really brings the 
game to life. Two players can drive against 
each other on the same PC, thanks to a 
split screen mode, or can play via a direct 
modem link-up. Better still, a selection 
of up to six players can race head-to-head 
with a LAN. With players able to bump 
each other off the ledges and block each 
other in, this can be a hilarious gaming 


Good grip is an essential quality in the snow, with those vehicles without it tending to slide and skid all over the place. 
The yellow and black monster truck handles the snow well - but then it is one of the best vehicles overall in the game 


Gamble on a short-cut and you may 
just find your way blocked - risky 


experience and one which certainly can 
only add to Ignition's appeal. 

With the release of Ignition, Swedish 
developers, UDS, seem to be giving two 
fingers up to the high-tech racing sims 
of today and going back to the days when 
the simple philosophy was that fun and 
gameplay should come above all else - 
and they've done a superb job too! 

Okay, so it's not Grand Prix 2 or even 
Formula 1 in the graphics department, but 
Ignition is still a hugely enjoyable arcade 
racing game, that's absolutely perfect for 
those dull moments when you're looking 
for something that's quick, easy and fun 
to play. Jon 
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It's not the hardest racing 
game around, but you'll 
be hard pushed to find 
anything that's quite as 
entertaining as this - and 
at a good price too! 
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or a very Long time role playing 
I games as a genre had a certain 
stigma attached to them: for some reason, 
or another it just wasn't fashionable for 
blokes (or indeed females) to sit huddled 
around tables laden with tiny painted 
lead figures. Why this was, I can't really 
tell you - but it didn't seem to matter 


is a game that leads this new breed of 
RPGs right from the front. 

Meteor Storm 

Set sometime in the near future, Excalibui's 
storyline unfolds on an Earth that has 
been devastated by a giant meteor storm 
which killed everything on the planet's 




The fighting in Excalibur remains 

subsidiary to the puzzle-solving which provides 
the backbone of the games challenge 


3D 

ACCELERATION 


Excalibur sports a 3D engine 
that makes the most of the 
latest 3D accelerator cards, 
especially those with Voodoo's 
3DFX chipset. 

With one of these at your 
disposal, Excalibur takes on 
a breath-taking appearance, 
with 16-b1t colour and high 
resolutions up to 1024x768. 
If you haven't got one, then 
It's time to start saving the 
pennies up! , 


anyway, because a lot of people became 
bitten by the bug and it soon turned out 
to be big, big business. 

Days of Zeida 

With the advent of computers and home 
games consoles, RPGs made the transition 
from living room table-tops on to living 
room monitors and TV's. The Japanese led 
the way by taking the diverse selection 
of characters needed for a gripping RPG, 
weaving them into the framework of an 
arcade adventure and then throwing in 
magic, weapons, puzzles and plenty of 
bad guys for good measure. The result of 
this was to be classic titles such as the 
famous Legend of Zeida, Shadowrun and 
Illusion of Time. 

With the emergence of PCs as newly 
powerful games machines, RPGs have now 
taken a mighty step on from the 16-bit 
days of the SNES, and Telstar's Excalibur 


surface. The only humans to survive were 
those that were fortunate enough to be 
Living in huge underground cities which 
had been built deep under the heart of 
South America. 

A new order of society emerged from 
the ashes of the meteor storm, an order 
that was split into three distinct classes 


My sword is like a shield of steel so 
nick off and hammer someone else 

and domains; ELysaan, Fabia and Attic. 
Elysaan was the home of the wealthy and 
intellectual, whilst Fabia was the sector 
for the workers and the general populace. 
As home for all convicts and villains from 
the other two domains, the Attic was the 
most forbidding place in the new world. 

This Attic was occupied by the corrupt 
and evil and yet one of its inhabitants. 


In the middle of a dungeon full of nasty thugs and slimy monsters, our 
plucky heroine still finds time to have a bit of a shopping spree. Tsk! 
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a guy by the name of KaLa, stood apart 
as the most ruthless and devious of them 
all. Intent on taking over the entire new 
world, Kala set up an ambitious evil plan, 
entitled the Eden project, to try and send 
his henchmen back in time so that they 
could steal the legendary sword Excalibur. 

Although many dismissed his plans 
as farcical, the Eden project succeeded 


control of what was left of Earth - but 
two things remained in his way: the old 
wizard Merlin and his apprentice and niece, 
Beth. Summoning all his powers. Merlin 
sent Beth into the future on a quest to 
retrieve the sword. 

It's at this point that the past merges 
with the present and players jump into 
the action by assuming the role of Beth 


Beth performs her duties admirably 

thanks to some superb animation 


and before anyone could try to stop him, 
Kala's troops were sent on their journey 
back through time to King Arthur's Round 
Table. Armed with 21st Century weapons, 
Kala's henchman soon overpowered King 
Arthur and his Knights and made their 
way back to the world of Attic with the 
sword, Excalibur. With the weapon in his 
hands, Kala now had the means to gain 


and guiding her on the epic journey to 
recover Excalibur. 

3D Views 

Having become accustomed to the old 2D 
perspective that's traditionally associated 
with RPGs, the look of Excalibur is quite 
remarkable. Telstar have opted for a full 
3D environment that's actually somewhat 




Out of the way - Fve got 
the slime gun and Fm not 
afraid to use it! 


reminiscent of that seen in Tomb Raider, 
what with its panning camera angles and 
the way Beth appears in the foreground. 

Because Beth remains just in front of 
the player's view, they never really get to 
see any more of her than her back(side). 
From what little players do see, it's clear 
Telstar have tried to create a heroine in 
the mould of Lara Croft - i.e. lumps and 
bumps in all the right places. 

Unfortunately, due partly to the design 
of the game, Beth fails to match up to 
the charisma and charm of Lara and she 
certainly won't be making any star film 
appearances, or records. Saying that, Beth 


You can call me a boring old fart if you like, but I think Fve seen enough public information films and those scary 
episodes of Grimewatch to know that talking to these sort of chaps is only going to end in tears! 


IT'S GOOD 

lOJaLR 

I As the renowned adverts say, 
it's good to talk, especially 
in Excalibur. 

There's over fifty different 
characters in the game and 
although some of these will 
be after nothing more than 
: your head, the majority can 
= be conversed with in an 
; attempt to eke information 
' out of them. All of these 
conversations flow without 
players having any control 
over what is asked or said, 
so it's important to pay 
close attention! 
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Don^t you just hate it when you're so desperate for the chocolatey loveliness of an M&M that you rip the packet 
open too quickly and the flaming things go everywhere? Well, maybe it's just me then... 



GOING 

■•jyiiHQ&SQIM 

Set in the streets of theKs^V 
underground cities of South 
America, Excalibur features 
over 300 different locations, ■ 
each of which needs to be 
explored and investigated in 
the search for the stolen sword. 

A keen eye is invaluable 
; for spotting the many objects 
scattered around the maze 
like levels - and any of the 
evil Kala's henchmen. 


performs her duties admirably, thanks to 
some superb animation, whtch breathes 
life into her every movement. 

IntHrroj^^llon 

The task of hunting down Excalibur takes 
place amongst the labyrinthine streets 
and corridors of the Earth's underground 
cities. Each of the levels is split up into 
numerous rooms and corridors all of which 
are linked together. 

Within these rooms and corridors lurk 
dozens of different characters. Some are 
Kala's henchmen and are out for Beth's 
blood, whilst others are wary of the vile 
despot's plans and will try to help out by 
offering advice and useful artefacts. A 
few other characters will neither help 
nor hinder players' progress, but useful 
information may be gained from them - 
with the help of a little cash, or perhaps 
the running of an errand. So it's always 
important to try and talk with everybody, 
to gain valuable information. Well, with 



the exception of those who are wielding 
huge swords! 

Sword Fights 

Right at the beginning of the adventure 
Excalibur can seem a little slow paced 
and controlling Beth can at first be a 
tad awkward, but it doesn't take long 
to get to grips with the controls. This is 
just as well too, because after the slow 
start, the pace of the game soon starts 
to pick up. Fortunately, Beth can walk, 
run and also has a satisfying array of 
fighting moves which can be called on 




when the need arises. Before Beth can 
get into a fight, she first has to get in 
to a fighting stance. From here her basic 
moves are a straightforward kick and a 
casual sword swipe. Different combinations 
of button presses can exaggerate these 
moves in to something a little bit more 
spectacular, such as spinning head chops 
and roundhouse kicks. Obviously, if these 
connect they deliver a bigger and more 
damaging hit, but they also leave Beth 
extremely vulnerable to counter attacks. 

The earlier enemies can be dispatched 
easily enough, but as players progress 




There are plenty of people to meet and talk to in the crazy world of Excalibur but most of them are either simply unhelpful or downright abusive. 
Luckily a big sword has the handy ability to quickly change people's minds about whether they want to be your friend or not 
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Tonight you have chose number three - Brian the welder from Halifax and 
you^re going on a two week platypus-trekking holiday to Rhyl. Hurray! 


they'll have to master the blocking moves 
and more powerful attacks if they want 
to overcome some of the tougher enemies 
which appear later in the game. 

Despite the large variety of moves Beth 
can perform, the fighting in Excalibur is 
very much subsidiary to the puzzle solving 
which provides the main backbone of the 
game's challenge. However, the fighting 
does add variety to the gameplay and 


helps to ensure Excalibur never really has 
a chance to get dull. 

Hrain Work 

As was just mentioned, the main gaming 
challenge of Excalibur is in solving the 
numerous puzzles that essentially make 
up each level. These puzzles generally 
take the shape of locating and finding 
objects and then taking, or using them 




in certain places and on certain items. 
Most of these puzzles are fairly logical 
and with a bit of thought players shouldn't 
have too much trouble in figuring them 
out. If they do get stumped then there's 
always someone nearby who's ready to 
offer a bit of advice, but for a price! 

With an estimated total of 40 hours 
of playtime, hunting down and retrieving 
the mighty sword Excalibur is by no means 
an easy task, and there's a challenge in 
this game for both experienced and novice 
RPG gamers alike. 

Obviously, Excalibur is by no means 
Tomb Raider and certainly not Tomb Raider 
2, but if Lara's antics are a bit too much 
on the gung-ho side for your liking, and 
you want something that challenges the 
mind a little bit more than the trigger 
finger, then the well-crafted game world 
of Excalibur is worth investigation. Joe 


Listen - Ill say it once more, you ain't 
got a tie, you ain't cornin' in. Alright? 


Look - get up and stop being silly. 
Just because you're a bloke it 
doesn't mean to say you always get 
to use the big sword you flipping 
great big ninny! 
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KEYS AND MOUSE 


A solid title all round 
with smart graphics, 
lots of thought-provoking 
puzzles and some 
good ol' hack and 
slash-'em-up action 


Ciny 


masBiEasQisd 
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Imagine a strange world of lasers and machinery, robots and lava 
where you have to help a young fledgling creature survive in a 
terrible world. This piace is Galapagos. 




Who said that production 
lines were really boring? 





Obviously displaying 
impressive AI, Galapagos 
suffers though from both 
lack of character and 
un-engaging gameplay 


VERDICT 

75 


OUT OF 100 


ciny 


rtificial intelligence is being used 
more and more within games to 
make then more realistic and essentially 
more natural. With a name like Galapagos 
you would expect a game that looks like a 
nature reserve and sounds like a jungle. 
However Galapagos is far from that. 

The Anark Corporation have designed a 
game that's based around a small robot¬ 
like character, designed like a spider, only 
with four legs. The Galapagos Islands in 
the real world are well known for their rare 
species of animals that have adapted to 
the extremely isolated environment - the 
Galapagos in the game is equally desolate 
and strange, but in a different way. 

The in-game environment is futuristic 
and complicated, filled with puzzles for 
your creature to navigate through. There 
is no real sense of gravity within the game 
- like in the film Labyrinth where the 
young girl chases the baby and she doesn't 
know which way to go. 


' ‘h s On FiiT 

In this case though, instead of a baby, 
you have to nurture a fledgling electronic 
creature. Anark have taken this idea of a 
learning and developing animal and then 
created one of their own. The creature goes 
by the name of Mendal. It is a synthetic 
animal which can detect soundwaves and 
infrared radiation, supposedly adapting to 
its environment in an intelligent way as it 
gets older. This is where things start going 
wrong for the game. 

Believe me, this is no action thriller. 
The only part you play is to guide your 
little beast through the maze of puzzles 


and burning lava, hoping that he'll learn 
how not to get himself killed. 

Apparently, Mendal has been built using 
adaptive controller technology developed 



by Anark themselves. They call it NERM - 
which stands for 'Non-stationary Entropic 
Reduction Mapping' and supposedly allows 
it to adapt its surroundings. 

i*'! Sounds 

Yes, this all sounds very interesting, but 
Galapagos really seems to lack any sort 
of gameplay other than simple problem 


solving. Similar to having a cyberpet really: 
slow and a bit boring. The game comes 
across as just being an exercise in AI and 
not game development, that'd be more 
suited to a research lab than the shelves 
of a games shop. 

The gameplay that is there is not even 
very logical. Players have to just click 
around with the mouse, switching some 
buttons to allow Mendal to progress. The 
3D world is full of depth but does lack 
character other than the sound. Add to 
this the fact that the roving camera view 
obscures some of the essential parts of 
the screen, meaning you lose control of 
the game, and you won't be impressed. 

Overall Galapagos is very original, but 
suffers terribly for it. You could compare 
this to Creatures, but that game was far 
more enjoyable - and better looking too. 
Hopefully Anark will licence out their NERM 
to other games companies, who will use it 
more effectively. David 



The environment is very three-dimensional, though lacks detail. The creature 
walks about on his own, you just have to encourage him to go the right way 



I'hr :iii v. nrld is full iif depth hut does 
lack character other than the sound 
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NHL Powerplay '98 features all the real NHL players which can be swapped and traded from team to team. During 
a league, these player's stats are constantly updated so it's easy to see who's been playing well and who hasn't 


2D, OR 
NOTim 


NHL Powerplay Hockey '98 has 
two different versions of the 
same game - a 3D version and 
a 2D one. The 3D game has 
been designed for any 133 
Pentiums and higher, whilst 
anybody with a machine under 
this speed will have to satisfy 
themselves with the simpler 
2D version. The 2D game is not 
a patch on the 3D one, and as 
such it's hard to recommend 
this game to anyone who's still 
plodding along with a PI 20 or 
less. If you don't fall backwards 
into this category though, then 
NHL Powerplay Hockey '98 is 
a fast, entertaining arcade ice 
hockey sim that's surprisingly 
engrossing even for the more 
casual fan. 


\HL Powerplay 
Hockey '98 


ULTIMATE INFO 


puBusnai 



Get your skates on for the launch of the latest In 
the growing line of NHL Powerplay Hockey VXles. 


as I can't claim to have played it anywhere 
near enough to make such a sweeping 
statement. What I can say though, is that 
despite my extremely limited ice hockey 
knowledge this game had me glued to the 
monitor and welded to the joypad for quite 
some time. 

Arcade Excellence 

After installing either the 2D or 3D version 
of the game, Powerplay's main options 
screen awaits, where it's possible to select 
from four different modes of play: World 
Tournament, Exhibition, Season and Play- 


Hockey '98 it soon will be. The whole game 
flows from end-to-end, as fast as the real 
thing, and with the now customary team 
fighting thrown in to the bargain, it's 
about as violent as the genuine article 
too! Players can get into the game with 
ease, no matter how extensive their ice 
hockey knowledge, and be passing and 
shooting the puck around with conviction 
in next to no time. 

Equally as impressive as the gameplay 
are NHL's sound and graphics. Radical 
have opted this time for a really thumping 
soundtrack which seems to suit the often 



KEYS, JOYPAD & STICK 



The game flows from end-to-end 
as fast as the real thing 


998 still seems a long way off at 
I the moment, and yet the deluge 
of titles carrying the '98 suffix is already 
gathering momentum thanks to the launch 
of the latest NHL Powerplay Hockey game. 

Developed by Radical Entertainment, 
this latest version is by far and away the 
best yet. It could even be argued that it's 
the best ice hockey game ever, but then 
that's an argument for another person. 


Offs. The Exhibition mode provides an ideal 
arena for honing your ice hockey skills 
against various opponents, whilst the other 
modes of play are designed to provide a 
more demanding and long-term challenge. 

The mark of this game though is not its 
different modes of play, but how it actually 
plays. The PC is not exactly renowned for 
the quality of its arcade sports sims, but 
with a few more titles like NHL Powerplay 


anarchic nature of ice hockey perfectly. 
In-game commentary also heightens the 
whole experience and gives the game the 
air of a real NHL match. 

The well animated players and very 
impressive stadiums add weight to this 
feeling, as does the fact that NHL uses 
real professional player names and stats. 
Overall, this is one arcade sports sim that 
PC owners could be proud to own. Jon 


Fans of the sport will 
certainly get more out of 
the game, but even casual 
supporters will find this a 
compelling and entertaining 
ice hockey sim 


VERDICT 

82 


OUT OF 100 
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Tiny Computers Limited 
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Ladies and gentlemen, we are 
floating in space. Tone Rebellion 
takes you out of your normal 
existence into a weird world of 
floaters and vermin. 


Tone 

Rebellion 



one Rebeltion is a Command & 
Conquer style game, tactical 
warfare but with a bizarre twist. This 
twist is the fact that the whole game is 
set in some distant galaxy, with very 
strange inhabitants. Most of the peaceful 
life has been destroyed by the dark forces 
called the Leviathon, sucking out the life 
force of the four tribes that used to 
flourish there. Your job is to manage the 
expansion of these tribes with the main 
idea of totally destroying the Leviathon. 

At the beginning of the game you 
are treated to a lavish introduction, 
providing the important information and 
background knowledge about the 
different tribes. You are then presented 
with a choice of four tribes, one of 
which you can command and you find 
yourself on a floating planet with about 
four floating aliens to control. 

llone Deaf 

You'll soon realise that this game is not 
a fast-paced effort. What with the 
ambient music and the slow speed of 
your workers, you could be forgiven for 


Collect artifacts to help your quest 



ULTI] 

MATE INFO 

puBiism 

VIRGIN 



THE LOGIC FACTORY 


OCTOBER 


www.vie.co.uk 


MOUSE 


A distinctive game that 
moves at a slow pace, 
taking ideas from Command 
& Conquer and fusing them 
with very odd characters 
and a mystical storyline 


VERD ICT 

78 

OUT OF 100 


ciny 
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You can use the bridge that radiates upwards to link to other planets 


falling asleep. The game looks and feels 
very serious and moody. Every eery 
building has its specific task and needs 
to be constantly fueled using Tone' 
which is found in little pools dotted 
around the planet's surface. At the start 
of the game most 'action' is in building 
and spreading your playing area. This 
takes time and you can bet that before 
long you will have the Leviathon on your 
backs in some shape or form. 


the Tone Generator - it's a bit of a 
vicious circle. 

Your fighters don't exactly rush to 
the scene when you are in trouble 
either. The playing map is simply two 
dimensional, though once you have 
found the special artifacts you can open 
bridges which transport you to other 
neighbouring planets. Things get quite 
confusing as you travel through these 
bridges, as there is a big time difference 


YouTl soon realise that this game 

is not a fast-paced effort. 


On the defensive 

The first line of defence are your 
Banshees. Later on in the game you 
have other forces at your disposal, such 
as the Stormers, that rain lightning 
down on your enemies and are effective 
over longer ranges. However, you 
cannot easily give tasks to specific 
workers and sometimes you can find 
yourself stuck with no Tone to mend 


between when fighters enter and exit 
them. You never really know which 
building each fighter has come from, so 
it might be ages before he returns to 
where the action is. 

Tone Rebellion is a good looking 
game but very slow, unfortunately the 
quest to design something that looks 
radically different seems to have got in 
the way of gameplay. David 
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Out of the mists of time comes Age Of Empires, the strategy game of 
warfare and worid domination set over the 10,000 years that have foiiowed 
since the iast ice Age as mankind settied and developed society and culture. 






he game Civilisation was such a success 
I when it originally came out and is still 
popular to this day, even though the design is 
basic and there are plenty of flaws. The popularity 
of this type of game has carried through to the 
developers, spawning many lookalikes which all 
have a slightly different slant on the same theme. 



your energetic tribesmen. The more wood, stone 
and gold you collect the bigger and better 
structures you can build, though often they will 
have to be researched first, and soon you will 
be able to advance to the Tool Age and beyond. 

The gameplay is varied: Single or 
Multiplayer, Campaigns, Scenarios, Death 
Match and Random Map allow for plenty of 
challenges, though the game lacks a linear 
progression like Dungeon Keeper, so you never 
really get the feeling that you are going to 
'complete' the game. Each game type has more 
than one way to win, which can be a bit 
annoying. There you are trying to invade and 
conquer, doing things the proper way, and 
some other guy comes along and collects all 
of the artifacts and wins! 

Step in the right direction 

Age Of Empires is the next step in this exciting 
saga and should prove to be as inspirational as 
the likes of Civilisation, Warcraft and Command 




There are many ways to 
wage war on your 
enemies, and surprise 
attack tends to work well 


...the animation is the best 1 have seen from these 
types of games; fluid, realistic and believable 


The idea of the game is to build a small tribe 
into a mighty civilisation to compete for world 
domination. At the start your tribe exists in the 
Stone Age with only a few villagers and little 
knowledge of the surroundings. To survive you 
must multiply and explore. Unlike some of the 
'humourous' titles in this genre such a 
Constructor, you do not see any evidence of this 
breeding. In fact there are no women at all in 
the game - the only people in skirts are the 
priests, which is rather unrealistic. As you spread 
your masculine hoards across the square map, 
more and more land becomes visible. The grey 
shadowy land areas refer to territory that players 
have explored but cannot see until they are in 
the area again, which is a nice touch. 

Resource management 

Your villagers collect resources for building and 
hunt for food to enable the tribe to expand. 
Fish, deer, lions and elephants all provide for 


& Conquer. The main strength and attraction of 
Age Of Empires is the animation. Surely the 
best I have seen from these types of games; 
fluid, realistic and believable. 

The graphics overall are excellent, though I 
wish the boats wouldn't turn so sharply. It would 
have also been good if you could arrange your 
troops in a more orderly fashion with greater 
ease. Other than that the game is excellent, 
especially in single player Random mode. David 




Build impressive high 
walls to protect yourself 
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The Klondike was the scene of a mighty gold rush, hut will people 
he pushing to play Klonilike Moonipm 21st Century? 






www.21stcent.com 


SB + 100%C 


A game should have something to 
draw you into it and keep you there, 
not present you with a 
dull brick wall of boredom 


but with the vast amount of other, far 
better strategy games that are around this 
game doesn't really stand a chance - and 
it serves it right. Phil 


Era 

here's an old ploy that software 
■■■311 developers use when they know 
they've got a bad game - stick on loads of 
fancy FMV at the beginning, then anyone 
who is impressed by flashy intros with 
slick animation and excellent pre-rendered 
cut scenes will instantly part with their 
hard earned dosh. Now this used to work 
a few years ago, when it was great to see 
slick intros and it gave you some thing to 
show your mates and go, "Hey - look at 
what my computer can do, it almost looks 
like a film". Well these days good graphics 
can be combined with excellent gameplay 
- it's true, I've seen it. 


could the game be like? It's looking pretty 
damn good so far... then the whole thing 
grinds to a terrible halt when you actually 
get into it. You're presented with a top 
down view, which quite frankly reminds 
me of something I would have seen on 
my old Amiga, if not a Spectrum. It's not 
good enough. 

The aim of the game is just to collect 
enough money to pay off your bank loan 
and you do this by mining ore in your 
small spacecraft. That's all there is too 
it really, you have to defend yourself 


from the opposition by building blocks 
around your main base but there's not 
a lot to keep the player's attention really. 

Don't get me wrong: I'm not one of 
those people that can only play something 
if it hits me in the face and shouts out 
'play me'. There are plenty of games that 
haven't got good graphics that can still 
draw you into them, to reveal a cool game 
that you can play for hours on end. It's 
just that these games ease you into the 
game with an easy interface and well 
designed tutorial system that shows you 
the ropes, as it were. 

Klondike Moon does none of this... and 
less. Perhaps if this had been released at 
a budget price it would have been okay 


Well, what can you say - except for 
the fact that it looks totally pants 


Klondike Moon starts out with some 
nice FMV space ships zooming past and 
the like, with a couple of explosions here 
and there to get you going. Hmm, what 


Fly around, mine ore, make lots of 
money and watch out for attacks 


ULTIMATE INFO 


21ST CENTURY 


PVEIQM 


IN-HOUSE 


TIOUT NOW 


1-8 


SMB 


MioerssM 


KEYBOARD 


The smart intro is about 
all this game has to boast 
about. At £10 it would 
have been bearable, but 
at £25 it just doesn't 
offer value for money 


VERDICT 

45 


OUT OF lOO 
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Beasts & 
Bumpkins 


Beasts & 

Bumpkins lakes 
you back to a time 
where peasants wallow in 
their own dirt and wolves 
roam free. As a benighted 
lord you must regain your land and your honour. 



he place is Lokyadore, the time 
I is, well, medieval and you are 
Lord Mildew (not Victor I hope). The 
king of the land started to hang around 
with bad types, namely the demon Lord 
Sabellian, and was killed in suspicious 
circumstances. So with an ego like yours 
there is no reason why you shouldn't 
have a go at being king yourself. 

The only thing that stands in your 
way is a complete lack of power, money 
and a quality army. This is where the 
playing comes in. As with life, you start 
off with jack squiddle and have to build 
up your wealth with time and effort. 
Luckily you have been provided with a 



around for ages, so there is no new 
gameplay here - see Settlers for 
reference. Players simply have to make 
sure they plant the wheat in spring to 
give it enough time to grow. Chickens 
are handy for food, though you will 


Beasts tn Bumpkins would have 
been a big hit if the other 

build-'eni-ups weren't around 


handful of seemingly useless peasants 
that need a good deal of training. 


Harvest inoun 

The game concentrates around farming 
and yearly harvests. This idea has been 



soon need to get your female peasants 
milking the cows that wander about. 
Once you have a farm house it is useful 
to build a pen to keep some cows in 
and they will soon breed. 

As far as the battling goes, most 




combat at the start of the game is 
between you, your peasants and giant 
wasps that come and attack your 
children. There are also wolves to be 
wary of. Come level three and you can 
build a Footman's Guild to train up 
some men with better fighting abilities. 

Primal scream 

Beast & Bumpkins feels similar to other 
recent games in certain ways. The 
building of a primal community makes it 
similar to Dungeon Keeper, and having to 
battle your way up the social ladder to 
succeed gives the game a Constructor 
feel. The animation and humour however 
do not quite reach the levels of these 
games, so in comparison it's a bit 
second rate and I found nothing that 
original to stand it apart from Settlers. 
The best part of the game is definitely 
the intro, where the great graphics and 
excellent sound really caught my 
imagination - it's as if it was done by a 
different developer. Beasts & Bumpkins 
would have been a big hit if the other 
build-'em-ups weren't around to cast a 
shadow over it. David 


ULTIMATE INFO 



i SVGA 


16BIT SOUNDCARD 


Beasts & Bumpkins is a 
medieval management 
title, with corny humour 
like a bad Carry On film 


VERDICT 



OUT OF IDQ 
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1 



Rugby, big guys ruuning up aud down a field with a bag of wind. So 
does Jonah Lomu Rugby dM anything new and exciting to the sport? 






JONAH 

Tmmm 

The man behind the game, 
well not actually the guy who 
developed it or who came up 
! with the idea for the sport 
either, but the man with the 
pen to sign the game. Jonah is 
best known for his sheer 
power and plough-through 
: technique. More regularly 
found on the field playing in 
the New Zealand team as a 
winger - and with his hair 
that short you can't argue with 
that. Celebrity status does not 
always mean that the game is 
going to be a winner. 



ust because a game has a big 
guy promoting it, doesn't 
mean it's going to be massive. You can 
have all the promotion in the world but 
if the game looks a bit off and handles 
like a pig, then you are in trouble. 

Initially I thought that this game 
would be a breath of fresh air, 
something aside from the mountain of 
football games around at the moment. I 
mean the sport is as popular, so I don't 
know why more developers haven't come 
up with something along these lines. 
Maybe it's the mechanics of the game - 
having to make the players use their 
hands rather than their feet to pass the 
ball. So it is good to see someone put 
their neck on the line and have a go. 
However, it could have just been an 
effort to fill a gap in the market and 
add to the company's celebrity sports 
series. Whatever the motive, they have 
chosen to make a game about big 



The game select screens are pretty easy 




You really need to make the most of the ball when you eventually get hold of 
it. The opposition seem to be able to knock you down within seconds! 


blokes jumping on each other to get 
hold of a ball - is there anything more 
to it than that? 

Play by the rules 

Well there are five types of game to 
play: Friendly, Tournament, World Cup, 
Territories Cup and Classic Match. As you 
can imagine, each has similar rules but 
you play for different lengths of time 
and different teams. The Classic Match 
allows you to change the course of 
history by playing with some of the 
greatest teams, and of course there's 
the option to pick the man himself. 


many of them enjoy taking photos too. 
Along with the crowd noise you have 
the pleasure of hearing Bill Beaumont 
and Bill McLearn mumbling on about 
the state of play - and boy, do they 
know how to talk. Luckily they have a 
wide vocabulary and a touch of 
humour which stops them becoming 
too annoying, in the way Murray 
Walker can be in FI. 

The weather conditions are pretty 
effective, with the rain storms especially 
being quite realistic, so you have to 
keep an eye on the skies. The fan in the 
corner shows the direction and speed of 


If you are keen on rugby... 

.. .you could have some fun with this 


The game action itself is pretty 
realistic. The tackles look like tackles 
and the running animation is quite 
smooth. There's a nice touch in the way 
that you have to stop the light on the 
player you want to throw the ball to as 
you stand on the side line. 

With each new game you get to 
select a stadium of your choice - each 
looks pretty similar in the sense they 
have crowds of people in them and 


wind which is really important for those 
all important conversions - if you don't 
allow for the wind you can easily find 
the ball swaying off to the side. 

Letting the side down 

Okay, the game is fast, graphics pretty 
good and there are many of the 
features that all the great football 
games have, but somehow the feeling 
of the real game doesn't shine through. 



to follow: choose from Territories, Championship or a simple friendly match 
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ENGLAND 


1 4 

75 OrayMn 


8 Ric|fi«nH 


3Ubogu 


Enfllond gained revenge against flustrolio for their 
18B1 World Cup depeat, bg beobng then in nhot wos 
orguablg the best notch of the 1995 conpetihion. 
Rob Andrews lost winute drop gool secured o 25-22 
victory In their Cope Town Quarter Hnol. 


ULTIMATE INFO 


Codemasters succeed 
in making another 
complicated sports game, 
and this time the name 
is even bigger 


VERDICT 
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random, though you would be able to 
concentrate more on the matter in hand 
- and at least your player could have a 
good game. Saying that though, I have 
found it a lot easier to score than most 
football games, where you're relying on 
booting it up the field and then passing 
a lot to get it over the line. 


Gameplay is rather frantic, just look at the whole team chasing after the ball, a schoolboy error if ever I saw one! 


SPORTSMASTER 


OCTOBER 


www.codemasters.com 


SMB RAM 


486/DX2 66 


SOUNDBLASTER 


KEYS AND GAMEPAD 


As you can see, you can actually play with a team that consists of all the 
major players, including Jonah himself. There he is, number eleven! 


Once you've read the instructions 
properly and spent hours perfecting 
the art of getting all your players 
behind the ball, then you're away. 

If you are keen on rugby and 
willing to take time out to learn all 
the moves and keys, you could have 
some fun with this. Unfortunately 
though, computers are never going to 
give you that feeling of getting your 
hands dirty. David 


CODEMASTERS 


You don't experience the effort, power 
and physical agility present in the real 
game, whereas football games are all 
too good at showing off the players' 
skills on the ball. The closest you get 
to the real atmosphere is the intro FMV 
scene which has all those Maori warrior 
types with strangely painted markings, 
all pulling faces. 

The whole game looks and feels a 
bit messy. You never really know who 
has the ball and what player you are 
controlling - it's fast and furious but 
also uncontrollable. It's less Jonah 
Lomu Rugby and more like Jonah Lomu 
Bulldog until you've played it for hours 
on end and grasped all the controls. 

I'd much prefer to see a team game 
where you only controlled one player 


during the game. This would make it as 
exciting as a multiplayer game, and 
more realistic. The view could also be 
more first person and bigger, rather 
than showing lots of little guys running 
about all the time. Obviously this would 
make the rest of the team pretty 
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Perfect Weapon 

Discover exactly what makes the perfect weapon 
in Electronic Arts' latest action/adventure romp 




All the action takes place 
against a backdrop of pre¬ 
rendered landscapes 



Looks great and plays 
well but lacks the 
certain depth that other 
games of this genre have 
by the bucketload 

CRITITl 


7 


ciny 

rirsy Computers Limited 


W 


hat exactly is the perfect 
I weapon?' You may or may not 
ask... well according to ASC games it's a 
polygon boxer that's been kidnapped by 
some alien blokes and left stranded on a 
strange and stunningly beautiful alien 
type landscape. Yes, you guessed it, you 
are that abducted boxer, and it's up to 
you to find out just where the hell you 
are and sort out the whole sorry mess. 

Normally when folk get kidnapped by 
aliens the abductee is whisked off in a 
shiny spacecraft and has load of things 
inserted into various places whilst 
beady-eyed aliens watch over, but no, in 
Perfect Weapon you've been stranded on 
this strange place full of various 
polygon dogs and big muscular blokes 
and you have to use your fists and feet 
to tackle your opponents with an array 
of devastating martial arts style moves. 
The game is viewed from various 
different angles which switch to get the 
best view on the action in much the 
same way as Resident Evil. 

Exploding fist 

You guide your perfect weapon around 
the stunningly rendered landscapes, 
jumping over various obstacles and 
gaps in the ice formations until you 


Perfect Weapon is a good action/adventure 
with more emphasis on the action 


and right kick attacks with a duck 
option to dodge those high up blows. 
This makes things fairly straightforward; 
you don't have to master any tricky 
combos or moves which means the 
fighting is all about basic quick 
reactions and timing. 



You've been abducted by aliens and 
tbe strange red balls that are lying 


left on tbis strange icy place collecting 
about - seems like a good idea 


differing locations with a few various 
puzzle elements to add a little extra 
to the action/adventure. The 
animation in the game is first rate, 
with smooth polygon characters as 
well as still backgrounds to give you 
something attractive to look at 
inbetween bouts. 

The game has adequate sound 
although the ambient background music 
can become quite obtrusive at times. 
Control is via the keyboard with just a 
few simple keys for all the combat 
moves so there's not too much fumbling 
whilst you dish out some punishment. 

Perfect Weapon is a good 
action/adventure with more emphasis 
on the action, but doesn't really 
achieve its goal. Although it still 
proves to be an enjoyable, if a little 
flawed, scrolling beat-'em-up. Cliff 



You'll bave to take on multiple opponents as tbe bad guys gang up on you, 
lucky you're a trained martial arts expert witb lightning fast reflexes... 


meet an adversary to combat. Then, 
selecting fighting mode, you can take 
on your opponent with a selection of 
moves. The combat is fairly simple - 
you have left and right punch and left 


Your opponents are fairly clever, 
although they hardly have the AI of a 
dedicated beat-'em-up, they hold their 
own in a fight. So basically the game 
consists of wandering around the 
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Sega Worldwide 
Soccer PC 


It's not often we can describe a game as 
really kicking, but with Sega Wopldwlde 
Soccer ii seems somehow appropriate... 




ortdwide Soccer is one of a 
I series of Saturn games which 
Sega are converting under their new 'Sega 
PC title, although to call it a conversion 
doesn't really do it justice. The motion- 
capture graphics are very slick, and the 
polygon animated players look a lot more 
lively than the sprite-based graphics 
found in most other football games. There 
are three different stadium backgrounds, 
and their flag-waving crowds add 
atmosphere. Along with the in-match 
commentary by Channel 4's Gary Bloom, 
it just needs a few flying toilet rolls and 


One niggling reservation is that in a 
tight press of animated players around 
the goalmouth, the frame rate is not 
quite fast enough to cope, making tight 
ball control difficult. You simply cannot 
see what is going on. 

One of the game's real strengths, 
however, is the versatility of the set-up 
options. You can select from 48 teams, 
pick which players to field, alter your 
team formation and tactics, choose 
from three different stadiums, play by 
day or night, and even dictate whether 
or not it's raining. There is also a 
versatile action replay function, 
allowing you to view your moments of 
triumph (or disaster!) from any angle, 
in frame-by-frame slow motion, or even 
save them to watch later with a four- 
pack and a pizza. Cliff 


One of the game's real strengths 
is the versatility of the set-up options. 
You can select from 48 teams... 


a pitch invasion to really get the feeling 
of being at a match. 

Worldwide Soccer's AI is quite 
formidable, displaying a masterful grasp 
of tactics. Perhaps it was the fact that I 
was using the keyboard and direction 
arrows but even after an hour the 
computer was still running rings around 


simulations is the ability to link up to 
four players through a local area 
network or modem, so you could 
challenge your mates to a quick game of 
footy without all that tedious getting 
changed, running about, physical fitness 
nonsense - which tends to spoil an 
otherwise enjoyable afternoon. 


me. I can usually hold Sensible Soccer to 
a draw, but on the Sega game, playing 
England versus Morocco, I got my arse 
well and truly kicked. Which, I suppose, 
makes this a realistic simulation... 

Something which sets this game 
apart from most other soccer 


ULTIMATE INFO 


■pubIishcr 

SEGA PC 

DEVELOPER- 

SEGA PC 

....PRICE 

£39.99 

RELE^, 

OUT NOW 

WEB sm. 

www.sega-europe.com 

V PLAYERS 

1-4 

MEHORY 

SMB 

niKES$99 

P90 

GRA^S 

DIRECTX 3.0 

SOUND 

SOUND BLASTER 16 

■ COKTROIS 

KEYS, JOYSTICK OR PAD 


Smooth polygon graphics 
and a wide range of 
teams and options make 
this game a top drawer 
footy simulation. 


VERDICT 

85 

OUT OF 100 
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The Dig 



I he Dig first came out as a full 
j pricer a few years ago now and 
received a lot of encouraging press at the 
time. Now, re-released as a budget title, 
it still looks pretty impressive even by 
today's standards. The storyline is quite 
enthralling, not so deep as to put the 
player off but exciting enough to keep 
you interested. This could be partly down 
to the fact that it was co-written by Mr 
Spielberg himself. 

When an asteroid the size of a small 
moon enters radar range on a collision 
course with Earth. NASA decide to send 
a team up to nuke the rock out of its 
current trajectory. Players join the team 
once they are in orbit near the meteorite. 



which has been named Attila, and have 
to work out how to lay and arm all the 
charges. After the explosion and once 
Attila is in a safe orbit, you decide to 
probe deeper into the asteroid to reveal 
its hidden secrets. What you find is far 
more interesting than simply some andent 
rocks and dirt! 

The game is very interesting, easy to 
get into and, initially, to progress through. 
Unfortunately the puzzles that you come 
up against later in the game slow you 
right down but not enough to make you 
want to give up. The graphics and sound 
are pretty good and there's even a natty 
little sub-game on your intercom that 
you can play too. ■ 





PUBLISHER 

VIRGIN/LUCAS ARTS 

PRICE 

£9.99 

PLAYERS 

ONE 

VFM 

££££ 



Down on Earth the radars 
scan the skies for any 
signs of extra terrestrial 
life, and they find it too! 




2 

Whether you take Stefan's word for it 
or not, IndyCar Racing 2 is a well thought 
out game. Many details of real IndyCar 
racing have been tackled by the game's 
developers to come up with a realistic 
game. But of course high realism doesn't 
always mean the game is more fun. 

For a budget game you really get your 
money's worth. Fifteen varied tracks, all 
taken from real locations, will keep you 
interested for hours. Design your own cars 


The courses have all 
been designed from real 
life tracks, right down 
to the width of the pits! 


IndyCar Racing 

he main aim of the developers 
of IndyCar Racing 2 was to try 
to produce the most realistic racing game 
ever. As far as Stefan Johansson (IndyCar 
driver) is concerned, they have done it: 

"It's as close to the real thing as I've 
ever experienced". 

Without looking at the game you'd say, 

'how much did he get paid for saying that' 
or 'what does he know about games, it's 
probably the only racing game he's played'. 


and take them into the pits for radical 
re-fits. Hell, you can even monitor the 
temperature of each tyre. A bit over the 
top really - unless you aspire to being 
the best pits engineer as well the best 
driver - but that's realism for you. ■ 



PUBLISHER 

SIERRA 
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Ultimate Soccer 



I just don't know what it is about 
1 all these football management 
games. Are all the kids these days fed up 
of wanting to grow up to be an actual 
football player, choosing instead the less 
energetic world of management? Perhaps 
it's because more players are becoming 
managers or something. 

Anyway, these game are definitely very 
popular. From what I have seen, most of 
the games are pretty similar, allowing you 
to watch games from the sidelines, adjust 
your team strategy and training routines. 

It's the tactics that count in Ultimate 
Soccer Manager 2 and not just those that 
effect the team play on the field. Just 
as important is the financial side of the 
game: buying new players to boost your 
squad, keeping the share holders happy, 
oh and don't forget the all important fans 
- they may well want a nice new stand to 
sit in! 



Manager 2 


This sequel provides all the team data 
for last season (1996/97) so that is a bit 
of a disadvantage, bearing in mind that 
the new season is well under way. Most of 
the other parts of the game have improved 
from the last version, with better graphics, 
multiplayer options and better sounds all 
making for a more realistic experience. 

Unfortunately you will always be a 
year out of date. Saying that though, if 
you're not that infatuated with football 
but would like a new cheap and cheerful 
management game to play about on, then 
this is good value for money. ■ 


PUBLISHER 

SIERRA 

PRICE 

£9.99 

PLAYERS 

ONE 

VFM 

£££ 



The game does use official data, 
although it is all from last season 
which makes it a bit disappointing. 
The game still boasts many options 
available in the new FM games 



Rebel Assault 



ebel Assault sold over a million 
I copies and when its successor 
came out its reception was pretty similar. 
Rebel Assault II originally came out in 
1995 and boasted arcade adventure action 
set in the familiar Star Wars universe. 

Rebel II, unlike the first game, does 
feature a completely original story with a 
new engine to run the game. The game 
had the go ahead by George Lucas, it was 
first time he had let anyone film a live 
action Star Wars fantasy. Well I don't see 



II: The Hidden Empire 



why not - the man himself has re-released 
all three blockbuster films in various 
fancy packages such as 'director's cut' 
and 'digitally remastered' so it is actually 
refreshing for someone else to have a go. 

Most of Rebel II, especially compared 
to other Star Wars games like Dark Forces, 
is FMV orientated. Many of the props and 
effects were used from the original set, 
though the backgrounds are noticeably 
computer generated. New actors play the 
essential characters in the game, which 


unfortunately does weaken the game's 
basic validity. 

Rebel Assault II takes some time to 
get into, and not just because of the 
lengthy film clips. The plot is very slow 
and you have no prior knowledge. Still 
with many types of gameplay rolled into 
one game, it's certainly varied - you can 
find yourself fighting a Storm Trooper, then 
jumping into the Millennium for a quick 
getaway! This is great as a budget game, 
all the excitement at half the price! ■ 



! PUBLISHER 
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Z would be a great introduction to 
these types of strategy wargames. It's not 
so over-complicated that it would put 
beginners off but is nonetheless involving 
enough to keep it fresh each time you 
play, a factor which is only enhanced by 
the game's humourous touches. ■ 


This is a great little combat game with humourous elements around every 
corner. I like the way the soldiers tend not do what you want all the time 


You just can't fight under 
those kind of conditions! 


his Bitmap Brother's title, which 
was released last year, is created 
in the style of Command & Conquer and 
Warcraft. Z is a really great little top 
down wargame, where you have to rush 
around competing for territory. 

The main concept of the game deals 
with the speed and strength of your crew 
of barmy robots. There is no time to waste 
- you need to send your squads out from 
your central fort to look for the flags that 
mark neighbouring uncaptured regions. 

Once a soldier has touched it the area 
becomes yours, changing to your colour. 
Each area holds strategic benefits - such 


as weapon factories and the very useful 
repair installations - that will produce 
equipment for the player that holds that 
particular part of the map. 

Game play is really simplistic. Every 
mission in the game starts off with each 
player holding just one fort and the whole 
map is pretty symmetrical. Graphics are 
quite cute, with some reasonable FMV 
sequences showing the robots having a 
good time or being reprimanded by their 
commander, Zod. 


PUBLISHER 

VIRGIN INTERACTIVE 

PRICE 

£9.99 

PLAYERS 

ONE-FOUR 

VFM 

££££ 





Mine iron and collect up 
wood to build your huge 
arsenal of weapons 


Lords of the Realm II Siege Pack 



ierra head back to the medieval 
I battlefield with this add-on 
disk for the critically acclaimed Lords of 
the Realm 11. A cross breed of turn based 
strategy and real-time battles, it was a 
classy title that was sadly let down at its 
full price release by its extremely weak 
computer AI. 


PUBLISHER 

SIERRA 

PRICE 

£9.99 

PLAYERS 

1-4 

VFM 

££ 


The add-on pack supposedly improves 
this, but whilst the turn-based, resource 
management side to the game does prove 
challenging enough, the real-time battles 
are still dogged by a computer AI that 
displays complete incompetence. 

However, although this add-on disk 
provides a full 20 new battle maps for the 
solitary gamer, it's actually the improved 
multi-player options that really make 
this worth investigating. 

Check the enhanced modem/Internet 
which allows play via the Sierra Internet 
Gaming System, letting its players jump 
straight into battle against friends or 
enemies around the world. There's also 


a new Skirmish option, which pits the 
players head-to-head in one-off battles. 

These new multi-player features on 
the Siege Pack give the game a whole 
new lease of life. Unluckily, with such a 
disappointing single player game, it's 
the only challenging way to play the 
game (and also the most entertaining). 

If you have a modem and are keen 
to try your hand at playing Lords of the 
Realm II against others around the globe, 
this Siege Pack offers an easy option to 
do so and thus good value for money. If, 
however, you're without a modem and are 
looking for an improved single player 
game, forget it! ■ 
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Silicon Software Club 


INTRODUCTORY OFFER 

JOIN NOW AND CHOOSE 
ONE OF THESE TOP PC 
PROGRAMS FREE OF 
CHARGE 

*MS OFFICE 97 PRO* 
*ADOBE PHOTOSHOP V4* 
*LOTUS ORGANISER* 
*MS PUBLISHER 97 DELUXE * 

...all full CD versions 


MEMBERSHIP BENEFITS 

JOIN NOW FOR ONLY 
£20 AND RECEIVE 

New Members Pack Containing: 

/. Membership Card 

2. Regular Newsletter 

3. Discounts & Special Offers 

4. Black Catalogue On 3S’ Disk 

5. Club Edition CD of the Month Details 

Plus One of these Top Programs FREE 



JOIN FAST AND CLAIM YOUR FREE SOFTWARE 

Yes! I would like to join the Silicon Software Club and receive my FREE software. 
Please rush me my new members pack. I enclose cash/cheque/P.O. for £20 made 
payable to ‘SILICON SOFTWARE’. I understand that in addition to my new 
members pack I will receive details every month of a special Club Edition CD which 
I am under no obligation to buy. Please tick ONE of the following boxes to claim 
your FREE s o f t w a r e . 


MS OEFICE 
97 PRO 


ADOBE 
PHOTOSHOP 4 


LOTUS 

ORGANISER 97 


MS PUBLISHER 
97 DELUXE 


NAME. 

ADDRESS. 


POSTCODE. 


DELIVERY GUARANTEED 
WITHIN 12 DAYS 

NO TRADE'ENQUIRIES 

WE ARE STRICTLY MAIL ORDER 
ONLY - OUR LOW OVERHEADS 
ENABLE US TO PASS ON OUR 
SAVINGS TO OUR CLUB MEMBERS 

P&P INCLUDED 


PLEASE SEND TO: SILICON SOFTWARE, SUITE 501 , 
INTERNATIONAL HOUSE, 223 REGENT STREET, LONDON 
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Worst Disasters 








[siiv 



fWORST 
DISASTERS 

Koch Media 
Contact: (01256) 707767 
Price: £19.99 




don't know how entertaining 
this sort of thing is, it's more 
educational really but it certainly 
caught my eye. The World's Worst 
Disasters CD-ROM is a catalogue of 
tragedy. The disk contains footage of 
all types of avalanches, earthquakes, 
famine, air disasters and car smashes - 
a total of 168 events (both natural and 
man made) throughout history to make 
you cringe. I don't know what it is 
about the human condition that makes 
us morbidly fascinated in such events. 
This CD-ROM tries it's hardest not to 
sensationalise them, and the fact that 
they are featured all together makes it 
a bit like a news documentary. 


Go 


d the globe visiting all manner of tragic events throughout time 


The front end is very user friendly. It 
displays a map of the world that you can 
navigate. Choose a specific location to 
study in more detail. If you are more 
interested in certain types of disasters, then 
by using the hand pointer you can select 
what type you wish to learn more about. 
Each sub directory includes FMV sequences 
and written information, plus commentary 
details of the most horrific events that have 
occurred throughout history. 

The CD seems very informative 
overall, though I did notice that it 


contradicted itself. Talking about the 
Hindenburg disaster it says that 35 were 
killed in the text but the commentary 
announces that 36 died. With this in 
mind, there is obviously some 
discrepancy with the information and 
what there is, seems a bit limited. ■ 



PERSONAL FITNESS 
TRAINER 



Play football? You need \ 
this training programme! 


Koch Media 
Contact: (01256) 707767 
Price: £19.99 


here are plenty of fitness 
guides around these days: 

: videos, audio tapes and books all 
provide useful information about staying 
fit and healthy. The Personal Fitness 
Trainer brings all of these elements onto 
. the PC, with separate trainers for men 
and women. 

The display shows a gym style room 
where each object will take you onto a 
page related to it, the picture on the 


wall lets you read all about the distinct 
muscles in the body. 

There seems a lot of information in 
here for a broad selection of training 
requirements. There are specific weight 
training methods for football players and 
tennis players. These have all the essential 
exercises to improve the players' physique. 
Along with detailed descriptions of what 


I ULTIMATE PC ISSUE ONE OCTOBER 1997 



the muscles are used for, there are video 
sequences to show you exactly what to do 
to improve certain areas on your body. If 
you have a bit of a stomach on you then 
try some 'Crunches'. 

It is all here, even a programme for 
power training. In the introduction to 
the trainer it does say that pursuing a 
range of sporting activities should keep 
the body fit and healthy. The Fitness 
Trainer can help you build up your body 
to give it a good physical base if you 
play other sports. ■ 


VERDICT 

Info on improving ’ ^ 
physical fitness, with 
detailed instructions t- 
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HOME OFFICE 
SUITE 97 PLUS 

Xoom Software 
Price: £19.95 
Contact: (01428) 606112 


his is a product that will 
I appeal to home computer 
users that also like to do work out of 
the office. This CD-Rom gives you 
everything you need for a small 
business or home office. The CD-Rom 
runs from a Website, so you have to 
have your browser configured properly 
for the disk to work correctly. 
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The word processor and spreadsheet programmes are not that far removed 
from Windows and benefit from being compatible with other Xoom products 


The image editor that comes in the 
package is ideal for web designing 


The programmes that have been 
included on the CD-Rom range from 
professional word processors to 
spreadsheets. Xoom have been 
producing software for just over a year 
but even though the company has only 
been around for a short while, all of the 
programmes on this CD-Rom are of high 
enough quality to stand on their own. 

The word processor is not too 
dissimilar from most other word 
processors and the spreadsheet 
programme is as user friendly as Excel. 
There is a useful help program called 
Xoom Tutors that provides information 
and assistance on topics such as 
Win95, Navigator and Explorer. 


If your business deals with a lot of 
overseas customers, you may find you 
need to know a little bit more than a 
simple 'hello' to get on with them. The 
foreign language dictionary gives you 
spellings for words in most of the 
European languages, from French, 
German and Spanish to Danish and 
Flemish. With a Personal Information 
Manager as well, this makes for a 
pretty good package. ■ _ 
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The Xoom tutor pages - 
In-depth and informative 


VERDICT 

A good office package with i 
everything you need to keep ; 
your activities organised, j 




Autojunole 


Images and contemporary dance music are easy to combine with Ghillas 


CHILLAS: NET SOUNDS VOL.l 


Modified 
Price: £15.99 
Contact: 01225 337992 


nteractive software is 
I becoming more exciting, it's 
official. The Chillas CD-Rom is a pretty 
impressive product. Essentially it's a 
tool as well as an instrument, with a 
video editor as well. 

It's similar in may ways to the Musk 
Video machines we looked at last month 
but with a lot more to it. It doesn't 
boast in-depth instructions, or an easy 


an sto' 


to read front end - but I think that is 
the whole idea - and even the help 
screen isn't much use. Saying that, most 
musicians rarely read an instrument's 
manual before turning it on, relying 
more on intuition. After all, nobody 
likes being told what to do, so in that 
way this CD-Rom has a fresh approach - 
you get out of it what you can. 

Everything is very hands on and 
open. Most of the options are based 
around using the mouse to click on 
various parts of the screen to activate 
certain features. A stream of video 
images flick across the screen, looking 
like something out of a U2 set. I 
imagine you could do something as 
impressive as that with this unit, all 
you need is a big screen to run it on. 

The general vibe combines house, 
drum 'n' bass and hip hop sounds. The 
music goes on continuously and most 
changes you make occur smoothly. There 
are hundreds of beat patterns to mix. 


The arrows shown in this image are used to select the beats and 
loops from the GD-Rom's extensive library, simply click and play 


with tons of background sounds, which 
all seem to be surround. The sound 
studio allows you to save mixes, altering 
the levels of everything you use. The 
video studio is equally impressive - clips 
can simply be dragged around the screen 
and you can download your own clips if 
you put them in the Chillas folder on 
your system disk first. There is also the 
opportunity to swap your mixes over the 
Web via their Website: 
www.modified.com. ■ 
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Get wild! Greate your 
own bedroom Zoo TV 


Smooth graphics and surround 
sound are easily combined 
with the click of a button. 
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PC has been overwhelming - here's a selection of the 
letters and e-mails we've received since the magazine hit the street. 


Converted! 

CO ay I congratulate you on producing an 
outstanding magazine. I thought it was really 
good. I liked the many previews and the reviews 
were reviewed very well, (well done). I used to buy 
PC Zone which I thought was good, but this is 
three times as good. So I will be buying this 
magazine in the future. Also, the tips were very 
helpful, so once again I congratulate you. 

Neil Hiskey, Fareham 

Thanks for your support Neil and we're all glad to 
hear you enjoyed the magazine and you will be 
buying it again. The response we've had to the launch 
of Ultimate PC has been quite staggering and it's 
great to know that you all seem to like what you've 
seen and read. 


seen before. As for football management games, 
Championship Manager 2 is leagues ahead of its 
rivals but, before you rush out and buy it, there's a 
new version called Championship Manager 97/98 
which is due in the shops soon, so you'd be best 
advised to wait until that arrives. 

Poetic License 

IBIour pages are full of great reviews, 

Pictures, features and the best in news. 

The Ultimate mag with the ultimate team. 

Makes picking good games, 

A gamer's dream. 

With the sound card in. 

And the memory full. 

You tell me the score. 

And leave out the bull. 


Doom Dilemma 

l3ongratulations on the stunning first issue. I 
have recently moved from the Sega Saturn to the 
PC and was looking at the PC magazines for the 
best one to buy. I have bought a few others but 
yours is the only one I sat down and read all the 
way through. The CD is great and easy to use, 
unlike some others I've bought. 

As my PC is new I only have Pod, so I wondered 
if you had a few suggestions for some decent games? 
Would you recommend Quake, Duke Nukem 3D or 
Dooml Also, what is the best football management 
game out now or in the future? Would it be worth 
getting FIFA Soccer Manager or Champ Manager 2, 
or should I wait for Champ Manager 3? 

That's all for now, congrats again for the first 
issue. Keep it up! 

Dean Kilbryde, Bolton 


Quake - the best-selling first 
person perspective shoot-'em-up 
this side of Dodge City 


Duke Nukem 3D and Doom can both be bought on 
budget labels these days for under a tenner (and 
Quake is supposedly going to join them soon) and 
so are well worth buying for your collection. If 
you're looking to buy the best first person shooter 
though, then hold on to your cash and wait for 
either Quake II, Hexen II or Unreal. Each of these 
promises to take the genre way beyond anything 


Keep up the good work, hope you liked my poem. 
All the best, 

Timmy Broom, Essex. 

The poem is great Timmy, but don't give up your day 
job, okay? 

University Bound 

I^Bwas really Impressed with the first issue of 
your magazine and will be buying it from now on, 
if it stays as good. I really liked the previews of 
new computer games and the interview with Ian 
Livingstone. I am 16 and I have just finished my 
GCSEs and want to become a computer games 
designer. I have done computer science and art 
and know a lot about PCs. Can you suggest a 
course I can do at college where they will teach 
me about graphics and programming? 

Yours faithfully 
James Gilbert, Barking 

Just about every university up and down the country 
now covers computing in the shape of some degree 
or another. To be honest we couldn't tell you which 
university does what, but you should be able to 
contact a career advisor at your school (assuming 
you're still there) and they should be able to point 
you in the right direction. As for which course to 
do, well if you really want to be a programmer, then 
a programming one is probably going to be your 
best bet! 

3D,or not 3D? 

^3ongratulations on a promising start to your 
new magazine. I read it from cover to cover, and 
must tell you that I was very impressed by the 
quality of the writing and the very colourful and 
interesting layout. I did particularly enjoy the 


section on multimedia entertainment, although it 
was rather short. Could we see more of this in the 
next issue, perhaps? Also, I would suggest a review 
of 3D graphics cards, as some of your older readers, 
such as myself (I am 54) may find some of this newer 
technology slightly baffling.,Once again, thank you 
for an excellent magazine. 

Dr. Martin Rowe, Leeds 


With well over 100 pages of editorial. Ultimate PC is 
the largest PC games magazine in the UK. However, 
we still like to think we have more strings to our 
proverbial bow than just gomes and that's why the 
multimedia entertainment section was introduced. 

Each month within this section we'll be rounding 
up some of the best non-games CD ROM titles on the 
market. If, as is looking the case, this proves to be 
extremely popular, then we will obviously increase 
the coverage. 

Your next suggestion. Dr Rowe, couldn't have come 
at a better time, as we are planning to run a feature 
reviewing the wide selection of 3D graphics cards on 
the market in the very next issue. 


Super Subs 

EjIoW! That's all I can say - well done on a 
great magazine at a fantastic price. How many 
PC magazines give you a CD jammed packed full 
of demos that have a while to be released yet? 
Not many. 

After reading your first issue, and seeing the 
great introduction price for subscription, I had to 
subscribe - and I'd recommend that everyone else 
does too. 

lama girl (and proud of it), and was saddened 
on reading your letters page to see that no girls had 
written in. So I thought I should lead the way. (I 
know you girls are out there!) 

Anyway I am writing this letter to ask a couple 
of questions: 

1) Broken Sword, when released, was said to have 
many bugs - are there any newer versions? 

2) Finally, I love Pirate/Sea war games, can you 
recommend any? 

Thank you for your patience in reading this letter. 

Tara Coverdale, Lancs 

You weren't alone in realising that the subscription 
offer we mode last month was just too good to miss. 
We've been inundated with subscription orders from 
all parts of the country and indeed, all over the world. 
I'm afraid though, Toro, that so for the females are 
definitely in the minority. Still, perhaps your letter 
will help to change all that. 

Anyway, on to your questions. There is indeed a 
newer version of Broken Sword and it comes in the 
cunning guise of Broken Sword II, which has been 
reviewed this very issue. To be honest, it's not actually 
a new version, but on entirely new chapter in the 
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Broken Sword series. It's a fantastic game and well 
worth checking out whether you've ployed the original, 
or not 

Pirate games ore few and for between, but if you 
check out this month's cover-mounted CD you'll find 
a demo for Buccaneer. The game's basically an RPG, 
with players assuming the role of one of a number 
of different pirates but the developers, SSI, have 
included plenty of sea bottles for good measure. 

Aside from this. Empire published a title recently 
colled Age of Soil which pits you as commander of 
anything from a single ship to a whole fleet during 
the Napoleonic wars. 

40,000 Apologies 

^3iassume nobody on the Ultimate PC team is too 
familiar with the Games Workshop hobby, otherwise 
you would have known that the game you refer to 
as Warhommer 40,000 A.D in your article on Final 
Redemption is actually just called Warhommer 40.000 
or 40K as us players call it. 

Where did the A.D come from? Anyway, Final 
Redemption has little to do with the game of 40K, 
it is actually more like the game Epic or the more 
recent Epic 40,000. How can I tell? Because all the 
units shown in the screen shots have nothing to do 
with 40K and all belong to the Epic game system, 
so please get your facts straight before you write 
articles about such games. 

Neil Aitken, Gosport 

Well, what con we soy except to offer our sincere 
apologies. You're right, we're not too clued up on 
the Gomes Workshop hobby - most of us here preferring 
to lock ourselves in darkened rooms with computers 
rather than actually get out and do something more 
interesting, like yourself! 



3D, yes indeedy! 

ni 

^Congratulations on a very fine first issue. The 
article on the development of 3D first person 
perspective games was entertaining and I thought 
that all of the writing throughout the magazine was 
clear, informative - and not without humour! 

However it was the feature on Resident Evil 
that concerned me most as I'd like to get hold of 
it for my PC, but as I'm fairly new to all things PC 
I'd like your much valued advice (before I go out 
and buy the game and find out that it won't run 
on my computer). 

You mentioned that the game was optimised for 
use with graphics card with a 3DFX chipset - can 
you name any graphics cards which are based on 
this particular processor? 

So as I indicated earlier. I'd dearly appreciate 
any advice you could through my way regarding 


the best and cheapest graphics card available that 
will enable me to play RE without resorting to buy 
a PlayStation. 

Philip Wong, Birmingham 


Resident Evil has been optimised for use with the 
3DFX based chipset, which is the most commonly 
used in today's 3D accelerator cords. The Orchid 
Righteous 3D uses this chipset and comes at an 
extremely affordable price (around £150) with four 
top games bundled in to the price. You should be 
able to get hold of one at your local PC shop. 


Price point! 



et me say how much I enjoyed your first 
issue, especially at the price. I cannot for the life 
of me understand how most games mags think that 
their content is worth five quid! This represents 
poor value compared to 
the content of other PC 
computing magazines. 
My cut off point for 
games mags is £3.95. 
If they cost more than 
that they are rarely 
bought by me. 

Personally, I felt that 
there were far too 
many previews and 
too few reviews in 
your first issue. I'm 
more interested in 
what I can buy now. Tm happy to see that the 
reviews carry details of 3D graphics card support as 
I will only buy 3DFX (Voodoo) accelerated games. 

On your CD contents pages it says that some of 
the programmes may run from the disk whilst others 
are installed on the PC when the appropriate picture 
is selected. It would be nice to know which. Then 
I'd know whether I needed to run my installation 
monitoring program (cleansweap v3) or not. 

Guy Simmons, via e-mail 


Lost month's £2.50 price tog was actually just on 
introductory offer, but it's gone down so well we 
really wonted to keep it at the some level. 

Unfortunately, printing costs and all that sort of 
malorky ore such that we've hod to put the price up 
to £3.50. And here it will stay! At £3.50 we're still 
confident we offer the best value for money PC 
games magazine on the market - and hopefully you 
are too. 

As for your point about the demo CD, and 
which demos ore installed on the hard drive and 
which aren't, from this month forth we shall 
endeavour to moke this clearer in the Disk Directory 
which will now provide a full listing at the front of 
the magazine. 

Hi There 

11 

fcJ3xcellent work on the new magazine, I just 
thought I'd let you know that in reference to the 
review on Resident Evil, the writer stated that; 

There are more and more arcade games appearing on 
PC which need such a high spec to run you'd have to fork 
out the best part of three grand to stand a chance.' 

Here at Plug and Play Ltd we have just launched 
a new PC called the Utopia 3DFX PC which we are 
selling at £1,300 excluding VAT. This includes a 


166MMX Intel processor resting on a QDI Titanium 
III ATX Motherboard with 32MB SDRAM, a 3.2GB 
Ultra ATA HD, a Matrox Millenium 2 (4MB), a Orchid 
Righteous 3DFX card, a SoundBlaster 16 PNP sound 
card, a 20xSpeed CD-Rom and Windows 95 on CD-Rom. 

All this is built inside a very high quality and 
stunning to look at case, which goes beautifully with 
the bundled Samsung 500s 15" monitor. We also offer 
a choice of upgrades and software to go with it. 

See - you don't have to part with the best part 
of three grand anymore. I'd love to hear any comments 
you might have on this. 

Derek, Plug and Play 
www.plugandplay.ltd.uk 

Well, what con we soy except that the reviewer. Miles, 
was just a little bit over-the-top with his outlandish 
price estimation. 

The Good, the Bad and the £2.50 

Highs and Lows 

Good magazine! 

Good points: 

Not many adverts - cool! 

Lots of review 

Good preview section (very important) 

Variety 

Bad points: 

Price will go up to a fiver... doh! 

Not too much mention of specs a game needs to 
run on or mention of 3D acceleration. 

Overall it's a good edition. 

Good Luck 
Pdul 

Via E-mail 

Thanks for sharing your thoughts with us Paul, we're 
always keen to hear people's opinions on the magazine, 
no matter whether they're good, or bad. We firmly 
believe that by listening to what the readers think 
we'll be better able to make a magazine they'll wont 
to buy. 

In your good points you moke a few very valid 
comments. Firstly, we pride ourselves on having 
more pages of editorial than the other PC games 
magazines. We don't want to just fill the mag with 
adverts because we know you'd rather be reading 
about games. And this brings me on to your next 
comment about the number of previews and 
reviews. With nearly 140 pages of editorial included 
we're quite fortunate on Ultimate PC in that we can 
cover more titles and in greater depth than a lot of 
the competition. 

Now, on to the bad points. Well your first point 
goes straight out of the window because the magazine 
is not going up to £5, in fact we're keeping it at 
£3.50 which we hope readers will find extremely 
reasonable. As for your comment on the specs required 
for each game - well, we do cover all the details 
such as recommended processor, memory and special 
graphics requirements in the Ultimate info box at 
the end of each review. 


If you have comments, queries, or even complaints 
about the magazine, games or life in general, then 
write to us at Penultimate, UmwATE PC, Rapide 
Publishing, 1 Roman Court, 48 New North Road, 
Exeter, EX4 4EP and let us know. There's a free 
software bundle in it for the best letter each month 
(and we don't mean the letter that kisses our arse). 
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STUNNING NEW LOOK! STUNNING NEW LOOK! 
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World Exclusive Reviewf! 


RAIDER n 


Limited Edition Stickers worth £5-99 * 

100 page Hints, Tips and Cheats Book! 


PLUS; Massive Tomb Raider II, Fighting Force Poster! 












STUNNING NEW LOOK! 


STUNNING NEW LOOK! 


mw 164 Pages of 
PlafStatiom News, Previews, 
IReviews and Soliistions! 
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If you wish to receive a copy of TOTAL PLAYSTATION, 
or want to place a regular order for 'Britain's Fastest Growing 
Unofficial PlayStation Magazine', then hand this form into your 
local newsagent. 

Please reserve me 
a copy of: 



Name .. 

Address 




ISSN 1361-7036 

Price £2.50 including Three Free Gifts! 


Postcode, 


Tel: 
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Gaming 

Virtually every game now released features multiplayer compatibility, after 
all you can't beat competing against an unpredictable human adversary, so 
here's a round-up of some of the best midtiplayer games and gaming networks. 



ere at Ultimate PC we ve been playing 
I Quake. Okay, that might not be much 
of a revelation, after all it's a game that's been 
out for ages - but with the number of mutated 
Quake games around there are now loads of new 
'versions' of Quake to choose from while we 
wait impatiently for number two and the other 
lot of new first person shooters to arrive. What 
else can we do? 




Add-ons for Quake are everywhere at the 
moment, but Painkeep really stands out as 
something quite special and is well worth 
checking out 




Watch the invisble man 
bleed to death in front of 
your eyes. Where...!!? 


PAINKEEP 



ainkeep is probably one of the best of 
I these substitutes. Whilst not a complete 
conversion of the Quake engine, it offers loads of 
new weapons and gizmos to add an extra something 
to the ever expanding Quake world. Some of the 
new weapons are pretty awesome - there's the 
airfist, that sends out such a strong blast it can 
actually make your opponents' missiles go in the 
opposite direction. Then there's the auto gun: 
once positioned it locks in on any target and yes 
- you get all the frags. The nasty mantrap can be 




placed in prime spots to capture your unwitting 
victims, then when they step on it they'll run 
around shouting - most amusing. 

Upgrades include the shot gun which now fires 
explosive bolts and a powerful pulse rifle. As well 
as all this, when you shoot at an opponent you 
can actually see how damaged they are because 
they bleed. You can actually see them suffering 
an agonising death. Painkeep can be downloaded 
from: www.cdrom.com/pub/idgames2/ 
planetquake/painkeep. ■ 




Painkeep gives players 
access to new powerful 
weapons - which, most 
unfortunately, aren't on 
show here! 



The Quake phenomenon looks set for a massive boost with the imminent release of the 
eagerly-awaited sequel. Let's hope it lives up to expectations 


VERDI 

ICT 

If you love 
Quake, you'll 
love this 
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Multiplayer 




Forget taking on the whole 
Empire single-handed and 
loin one of the many 
multiplayer games 


l-MAGIG ONLINE 


W 


hilst other Internet companies such as 
1 MpLayer or TEN have taken the approach 
of designing services to support games that have 
already been sold at retail, I-Magic Online have 
decided to do it the other way round: giving away 
the games but charging people for the privilege 
of playing them online. 

Currently the only game the service offers is 
Warbirds, a multiplayer air-combat sim with an 
emphasis on realism. However, they are currently 
beta-testing the next game, Planetory Raiders. While 
I-Magic Online members can beta-test the game 
for no charge, non-members must pay monthly to 
participate. In addition to developing games for 
play over the Internet, I-Magic Online will also 
create content for AOL, CompuServe, Prodigy and 
the Microsoft Network. 

Like Warbirds, Planetary Raiders - which is a 
lot like an online multiplayer version of Elite - is 
being designed as a MEGAplayer game. MEGAplayer 
- a proprietary technology created by I-Magic 
Online, allows one of their games to accommodate 
hundreds of players simultaneously. The technology 



Planetary Raiders bears a lot of similarities 
to the original Elite, but instead of just the 
one player, the world can be occupied by 
literally hundreds - do you want to trade, 
or fight? 


helps to prevent players who have extremely high 
latency when connecting to the I-Magic Online 
server from experiencing "warping" - the nasty 
and very confusing phenomenon of planes or ships 
jumping magically from one location to another in 
the blink of an eye. 

I-Magic Online plans to have four more online 
only games ready by this time next year. While 
its current rates will apply for MEGAplayer games, 
it may offer other titles for free. The big question 
for this service, is whether or not Warbirds and 
Planetary Raiders are worth the hourly price of 
up to two dollars... At first it may seem pretty 
steep, but when you consider that there's no cost 
to purchase the game, players are billed only for 
the time actually spent playing, the games are 
designed to support multiplayers without heavy 
latency and the service includes a plethora of free 
support options, it starts to sound like a far more 
reasonable offer. 

If you're serious about air-combat sims or like 
the idea of playing a massive multiplayer space 
combat and strategy game, the special five-hour 
free trial period means that you've got everything 
to gain and nothing to lose by checking out the 
services of I-Magic Online. ■ 





It's chocks away as you 
take to the sky to take on 
dozens of different hot 
shot pilots - or so they 
reckon anyway! 


VERDICT 

Great multi¬ 
player action 

00 

L 




There's a range of games 
on offer at Wireplay 


VERDICT 

BT Wireplay 
offers good 
value for money 

84 


WIREPLAY 


W 


I ireplay - the games network from BT - 
I allows PC users to meet up and compete 
against one another in a variety of games, using 
the standard telephone network and a dedicated 
server which offers better and faster service than 
most of the games that you can play via the Net. 
All you need is a PC, a 28.8k modem, the Wireplay 
software and the game you wish to play, and you're 
ready to rock. Wireplay also has no set up or subs 
charges: you only pay for time online. 

The client software released earlier this year 
didn't exactly work too well but Wireplay seems to 
have finally sorted itself out. The new Wireplay 
software has been in test with more than 100 users 
since the beginning of May. Now available to the 
general public, the updated software immediately 
increases the range of games available through the 
Wireplay network and improves both the latency 
rate and performance of existing games. Quake runs 
with a fairly low ping of 120 or so, and at 2.5p 
cheap rate that's not so bad. 



Mmd gomes Fost *n furloii 

■ s 

Hot link. 

The buiinei. 

^ NEWS 


Nm 

HHp 

Wireplay 

** CkM'fc »«t tiM turn 
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This speed up is achieved because Wireplay 
now makes use of a new improved protocol that 
maximises the speed of all the games and allows 
compatibility with all major networking protocols 
- such as IPX and Microsoft's Directplay. With the 
new client software Wireplay's latency speed will 
be a constant 105 milliseconds. This speed, which 
is measured as the time taken for a small 'packet' 
of game data to travel from the client PC to the 
server and back again, compares very favourable 
with the Internet's average performance of 300 
milliseconds. At the time of writing Wireplay has 
22, 000 registered customers, so there are plenty 
of people out there that you can play against. ■ 


HOW MUCH 
DOES THIS 
WIREPLAY 
STUFF COST 
THEN? 

Wireplay has no subscription 
fee, which Is good, but the 
online times are fairly 
expensive - It costs 6p a 
minute before six, so It's 
best to play In the cheap 
rate - after six - when 
Wireplay will only cost you 
2.5p for a minute's joyful 
gameplaying. Just remember 
Mds, ask whoever pays the 
phone bills for permission 
before killing hundreds of 
people online. 


1 ^. 
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InterNet 




new 
behind 


Space 

we drop in on the worid of Codemasters to see what 
I, as weti as taking a iook at the Maxis tfVebsite, the company 




: Fie go F^oMles t!«|p 

6aci S^op Rehesh Home &e»ch Fovortes Pni Fort Mai 


A<ttea [hBpV/'vrtw* codemaOws ccen/Kaiame/hallaroe htm 


m 

“3 I >*** 


to ^ I-P. S^, * gt *5.' 


TCX:A l ouring Car Championship Scrccushols 


a a iii a si 


Micro Machines V 3 


HALL OF FAME 



K'>..^>n;h n. tsT-ii i v.\R» ii\\tt’KiN*aU'. lift 

. ,. >. >: 1VI ivjJxiNO • -vR. mh 

Ci>l’|-AtAiTiaiS WerwKlMluri. tSi^Ijn.! J>ih lOv"- CMcdumicwi. 

■uu'uiK* lU ko iMuc ft 'Ik- \Miilet It n'A loutHW ('« Cli^niimixlinv Mk .t 

JlUie KAvr.AuUHiihJa Ltuiiwi'H iTi«intO)«sbip 
I r«muv> *11 'hr rral tav, icel lean* ml imck* aMifal A iva» i-l |J«< yraf* iwiti 

*flk-A rnurm(|‘^'- 1 iai^'iui;«hnilwi*l'emArwU>prJlol)«i»m<. lhtg(r 4 ic*! nkrt.if 

Itwii: ever 

TIiciMmvl^' '■‘’omo excKwn. Jla<"r«"'r. cK>»eh-l‘''>i{ltl t«n«»ci raaot 

cl'a'V'tHhit'* vcr*l» upI '"Pl' nnHuL) MW <cuiid <V ivM 0 
rtuli-itir tsaiiiH' w< theMtne uhila PkSi r«e iwaiKti ihc liko iifAfaw !’!«>' aui 


TOGA Touring Gar Ghampionship looks to be a great racing experience, visit 
this site to read more about the game and check out the screenshots 


COi\GRATUl>ATIONS TO THE JUNK MICRO MACHINES V3 
CHAMPION - TOBY BATESON. 


One of the quickest ways 
to get famous, the Micro 
Machines V3 hall of fame 


LlQUliMASTERS 

http://www.codemasters.com/ 



VERDICT 

Good site for 
manic Micro 
Machines fans 
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I odemasters have been 
developing and publishing 
computer games for the last decade, 
with a whole host of well-received titles 
under their belt. The company has a 
good range of sports titles, all of which 
are endorsed by champions, including 
Pete Sampras Tennis, Jonah Lomu Rugby 
and Bnan Lara Cricket. There is a page 
dedicated to these titles giving you 


reviews, game features and screenshots. 
The Hot Stuff page is where you will 
find two of the company's classic hits. 
Psycho Pinball and Micro Machines 2 
(Special Edition) though this is mainly a 
promotional page. 

Looking for a job? Well on the main 
page under the heading 'Company' there 
are details about recruitment. 
Codemasters are looking for people to 
develop a range of motorsport titles. 

Also on this page find out about 
Codemasters' worldwide activities and 
the all-important release dates for their 
new games. The Customer Support page 
allows you to e-mail your problems 
direct to the company. Having problems 
with Micro Machines 5? Well either drop 
them a line or visit the MMV3 Cheat 


Page for a bunch of useful codes. There 
is also a Hall of Fame page for the 
game. Players submit their best trial 
times for all of the MMV3 tracks to be 
the monthly champion. The page is 
pretty much dedicated to Micro 
Machines and there isn't much 
information about the company itself 
or the people that work there. This has 
the potential to be a great site given 
time and effort. ■ 


^('odemusiers'^^ 
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VERDICT 

Well designed 
with lots of 
features 
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http://www.gremlin.co.uk/ 
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Strategic gameplay comes 
to the fore at Gremlin 


remlin always aim to be ahead 
of the game, whatever style 
they choose. Gremlin's biggest 
game at the moment seems to be Hard 
Core 4x4 - the game that makes 
Monster Trucks look like a game for 
Sunday drivers. 

The page goes into detail about 
what the developers were trying to 
achieve with this title. The page looks 
good too, a screenshot in the corner 
changes to give an animated look at the 
game, simple but effective. Elsewhere 
on the site you can find info on 
Gremlin's Actua Sports series, which 
includes a bundle of football titles to 
really get you into the mood for the 
new season. If sport is not your thing 
then Gremlin have their new strategy 
game. Fragile Allegiance. Yet another 
game that revolves around global 


disaster, Fragile Allegiance is a futuristic 
look at outer space and off world 
colonies where you are in charge of a 
mining operation. The site in general is 
very jovial with quips and light humour 
around every corner. Visit the New 
Games page and you will find their new 
game Hardwar, this looks to be a 
stunning futuristic flight sim with a 
difference; you can actually get out of 
the ship for a while and look in 
buildings and travel on a monorail! 

For the older games connoisseur. 
Gremlin have added one of those natty 
little emulators to their site. This 
enables you to download a few of their 
old Spectrum games so you can, as they 
put it, 'relive your rubber-keyed past.' So 
far there is Thing On a Spring and 
Bounder to choose from. Overall too 
good to miss. ■ 
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Oremtin D«clar*s HardWar 
on CO-aOM 


IwiMnrty a cHy of MtipiKtd OpHouxm. Hm Iwt olttw 


Hardwar, a stunning futuristic 
flight simulator with a difference 
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http://www.maxis.coin/ 
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VERDICT 



U decked out in the 
I company's traditional cab 
yellow, the Maxis Website is a bit of a 
looker. Maxis are well known for their 
simulations. A new sim title seems to 
be released every few months and there 
are another three on their way. SimCity 
3000 is obviously the most awaited, 
now with a multi level 3D environment 
that allows you to interact with the 
city you have constructed. SimSafari is 
aimed more at the younger generation 
like SimTown was. It challenges players 
to build and manage an African 
wildlife refuge. 

The other new sim title is Streets 
of SimCity, the Carmageddon-esque 




Maxis Web is a 
bright, breezy 
attraction 


& 




Maxis are great for making the most of one idea. Visit their site to find out 
exactly how many simulations they have made, suggest one perhaps! 






..... 



Tycho Rising explores the ideas of 
planet colonisation in a similar 
vein to Outpost and the like 


view of SimCity life. The site provides 
details on next year's planned 
release, Tycho Rising. Can you believe 
it? It's another strategy game about 
colonising space! Well enough of the 
future. Maxis games currently on the 
market are Tony La Russa Baseball 4 
and KickOff 97. If you haven't had a 
chance to see KickOff 97 then there 
is a video to download which will 
give you a good idea of what the 
game is about. If you know about the 
games anyway then why visit this 
site? Well as far as competitions go 
this month there was a chance to win 
a copy of KickOff 97 just by signing 
their guest book! 

Inside Maxis takes a look at the 
company, there is even last year's 
annual report to gander at. Finally the 
Maxis Kids Club is a page that shows off 
the company's kids games along with a 


weekly update story called 'Somewhere 
in a Computer', unfortunately not the 
type of club that gives away stickers 
and hands out membership cards. ■ 
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FLIBBTSIMJOM 

http://www.flightsim.com/ 



itting in nicely with this 
1 month's feature, 

FlightSim.Com is perfect for flight 
simulator users and aviation 
enthusiasts. Flight sims are some of the 
most realistic sim games around. 

Always very technical and detailed in 
every aspect of the game. This site 
offers public and private message 
forums on a wide variety of topics, as 
well as games reviews, news and tips. 
You are encouraged to have a login 
name and password, mainly for use in 
the forums. Once in you have access to 
all their collected files on a whole 
range of games. 

The NOTAMS page gives readers 
news on up and coming games and 
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C.'ontcst! Win Pri/.cs' 


developments coming through in the 
flight sim genre. There is information 
on new scenery concepts as well as 
the new Jet Fighter game: Full Burn. 
There is a page that gives space to 
flight sim developers including Abacus 
and PC Aviator. The forums are well 
used with many updates daily, these 
are split into categories - primarily 
specific games. The features are a bit 
sparse on the whole. A few photo 
galleries and product reviews is all 

1 ■' ii i ■ . . 

•i; s _ □ 

Welcome I'o 1 

FlightSim.Com * 
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The Notams page gives readers all the information about new and exciting 
flight simulation games coming through on the market 
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Welcome To 
Fli«hfSiiii.Coin 

77i<’ I ItimtUi' llifiht Site 

place tor all tlight siumlalor useis aiul aviation 
cutliusiasts. 


MightSiiu.Com is devoted to flight simulators and real world arintion. Wc olVer public and ptivalc 
message t'onuns on a wide \'aiKty of topics pins searchable iilc areas, product rev iews, photo jtallciics. 


This site is not solely about flight 
sims, aviation in general is covered 


^ ?• 


that is on offer here. Flowever, the 
'Flow To' page does provide some 
frequently asked questions and 
answers such as how to hover FS5 
helicopters or build the ultimate home 
simulator, and there are a good few 
others too. 

Even though the site looks and feels 
a bit too structured, there is plenty of 
information here to really keep avid 
flight sim fans glued for ages. I also 
found a page that showed exactly who 
else was on-line during my visit, which 
is a nice touch. ■ 



VERDICT 


Excellent 
site for flight 
sim fans 
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View from the hot seat... 
get a lock on your target 
and loose off a couple of 
those AIMS's. Kaboom! 


i m ^ 

Fancy 


Somebody once landed a 
Hercules transport on a 
carrier. Helicopters are 
generally a bit easier 


simulations started getting a little more 
complex, with green ground, blue skies 
and even sprites to represent other planes. 
But things didn't start getting anywhere 
near realistic until wireframe graphics 
were used. Wireframes could give objects 
some sort of solidity to their form and 
could move relatively fast enough to make 
a simulation playable on a meagre 48K 
Spectrum. Eventually textures got filled 
in and landscapes progressed from flat 
pancakes to pyramids-like hills and more 
advanced features such as blocky houses. 
Thus simulation lovers gradually came 
closer to the levels of realism they sought. 

The next step in simulation design was 
to use actual photographs textured onto 
3D maps. This made it look like you were 
actually flying over proper landscapes - 
when up high anyway - the problem with 


(as is required by helicopter flight sims). 
Buildings and other ground objects are far 
clearer, and when you do get to shoot your 
targets, you see incredibly well animated 
destruction sequences. 

With flight sims there's always a fine 
line between playability and realism. Do 
you sacrifice realistic plane dynamics and 
control interfaces for an easy play model, 
or try and find a happy medium? Let's 
face it, people who are into complicated 
flight sims like loads of buttons, as you 
can tell by the joysticks they use. 

For fans of knobs and dials. Interactive 
Magic's jF22 has a fully switchable cockpit 
that lets you press every switch available, 
unlike other flight sims that limit you to 
a few commands, accessed via the 
keyboard. The ability to utilise 
everything you see before you means you 


From a Saab to an Apacbe, you can do dangerous things in some of tbe 
world's most deadly combat aircraft. Like trying to land them intact 


ince the days of ancient Greek 
I mythology and that waxy winged 
fool, Daedalus, mankind has dreamed of 
mimicking birds and flying but it's only 
in the last 100 years that humanity has 
taken to the air, to zip around the 
globe or blast each other out of the skies. 

For those of us with a fear of heights 
and no pilot's licence, there's only one way 
to get near to the experience of flight 
without having to worry about hitting the 
ground - and that's in a simulator. 

The Spectrum had the first simulators 
that were available for home use. The 
programmers of f\/jght Flight cleverly set 
their simulation at night, doing away with 
the need to put in any ground detail at 
all. The only thing you could see out of 
the cockpit was a simple array of pixels 
that represented the ground. After this 



.. .there's only one way to get 
near the experience of flying without 
having to worry about hitting 
the ground — and that's in a simulator. 


this was that when you got too close, you 
had a severe amount of pixillation to deal 
with, making everything terribly blocky. 
These kind of photorealistic flight sims are 
okay for players interested in high altitude 
aerial dogfights, but for players that like 
their sims to be an all-encompassing, real 
world situation, it can be annoying to fly 
a plane close to the ground only to realise 
that it's made up of huge blocks of pixels. 

Commanche 3's voxelspace terrain deals 
with this problem by placing far greater 
emphasis on close to the ground combat 


can explore the cockpit, learning about 
the aircraft's flight characteristics as you 
play. This provides the player with the 
chance to get to grips with what it must 
be like to fly in a real aircraft, with its 
complicated array of dials and knobs. 

Then on the other hand, Novalogic's 
F22 Lightning 2 is an action-orientated 
easy-to-play flight sim with incredible 
texture-mapped landscapes. Okay, it's not 
too realistic - but if you fancy a quick 
blast around some marvellous texture 
mapped landscapes, it's a real winner. ■ 









Review 




he newest flight si ms offer the 
I player something extra. Rather 
than being just straight simulations of 
aircraft flight, you can now control whole 
battle scenarios. With some of the older 


si ms you'd fly individual missions that had 
no effect on consecutive sorties, but the 
latest games link missions together so that 
the outcome of a single mission affects the 
overall war situation. 




Aces-X 

Fighters 

Sierra 




The Cobra has been one of the world's top combat helicopters for many years, and is still a very formidable fighting 
machine. Find out for yourself by taking the controls of a highly realistic flight simulator such as Flying Nightmares 




Flying Nightmares 

Eidos 


Acts X-Hghters Isn't about the 
X-Files heroeSr Mulder and Scully 
having a scrap, but Instead 
features the secret planes of 
the Second World Wbr. 

We've all heard about the 
Spitfires, the Me-109's, and the 
FW 190's, but what about the 
XP-77's? As weU as using exotiCr 
historically accurate planes, you 
will be able to design and fly 
your own custom-built X-planes. 

Using the actual engines, 
airframes, wings, weapons, and 
various other components, you 
can create the optimum blend 
of power, manoeuvrability, and 
fir epo w er . YmiH be able to create 
your own battle scenarios and 
dog fights in multiplayer mode, 
with players competing to stay 
alive, as well as to gain higher 
ranks and all of the privileges 
and glory that come with being 
a heroic fighter. 


Flying Nightmares, winging its way from 
Eidos, lets you partake in a virtual war. 
You can plan out your attacks and send 
in the troops. There's the standard sim 
mode where you control various craft in 
the traditional simulation manner, plus 
you can take on the role of commander 
of all the forces, deploying troops to the 
various trouble zones, and then - if you 
fancy it - jump into the cockpit and grab 
a piece of the action. 


JSF 

Eidos 


This game will put you in the hot-seat 
of the world's most up-to-date jets, taking 
part in the famous Joint Strike Fighter 
competitions. The game will be far more 
action-orientated - as was Novalogic's 
If-22 Lightning 2 - and will feature some 
astounding graphics to complement the 
fast-paced action. 



Pro Pilot 

sierra 

For all you pacifists out there. Pro Pilot 
will give you the chance to learn to fly 
various civilian craft. Learn to take off, 
and more importantly, to land a private 
aircraft. The views on this sim look set 
to be so spectacular, that you wouldn't 
even think of spoiling them by shooting 
at everything with rockets and machine 
guns, now would you? 

The game has modelled the entire US 
continent, with every single major airport 
mapped out, utilising exacting ground 
elevations. Each civilian plane available 
has a meticulously modelled flight panel 
that is fully interactive - and also mouse 
controllable. Luckily you'll be able to speed 
time up, as the game comes without any 
in-flight movies to keep you entertained 
along the way. 

Red Baron II 

Sierra 

Red Baron II continues on from where the 
first game left off. You're still in the seat 
of a rickety old World War One flight sim, 
but yes, you've guessed it, the view's a 
hell of a lot better. This second game in 
the series uses all the advancements in 


PC technology to bring you the best that 
your machine can offer. So now you can 
really feel like you're in the midst of a 
World War One dogfight. 

SI) 27 Flanker 2 

SSI 

The add-on mission disk for SU-27 Flanker 
improved the original game, adding 16 
player networking and enhanced mission 
options, but SU 27F 2 will also feature a 
dynamic mission campaign system as well 
as a new mission editor. The terrain in 
the new game will be based on previously 
classified Russian geographic data from 
stereographic satellite photos. SU 27F 2's 
graphics will use MIP-mapped textures, 
which eliminate nasty pixillation at low 
levels, and will feature fogging and various 
transparency effects. 


Out of the blue: JSF from Eidos shows off its amazing graphics 


Everybody out there sing along now "Ten twenty thirty forty fifty or more..." 
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Falcon 4: Fly the most agile fighter plane in the world over realistic texture- 
mapped terrain in tense comhat missions. Scores |ust in: Falcon 4, MiG Nil 




Team Apache: If you can manage to keep the rotors intact, this 
simulator offers exciting structured multi-mission campaigns 




Ealcon 4 

Microprose 


Flight Unlimited Z: Now, I don't want to alarm anyone, but that's a seaplane 


The Falcon series of games have been on 
the forefront of simulation technology, 
ever since the very first Falcon game was 
released on the Amiga. This next release 
in the series of Falcon games promises 
extra missions and greater emphasis on 
campaign style gameplay. 


Made by the same team that brought us 
Flying Corp, Mig Alley addresses some of 
the problems that dogged Rowan's World 
War One flight sim. There will be 
improved SVGA graphics frame rates as 
well as multiplayer support from the 
start. The terrain engine has 
been greatly improved, and 
the game has some excellent 
jagged Korean landscapes to dogfight 
over. You'll be able to choose a whole 
range of missions to force the North 
Korean troops back over the border and 
win the war. 


iF-16 Viper 

Digital Integration 

The sim is built on an enhanced version 
of the Hind engine, utilising dramatically 
improved texture-mapping. Missions take 
place over Korea, Israel and Cyprus and 
each theatre features ten single missions 
and ten campaign missions. There are 
also some training missions to lead you 


into the game and full multiplayer support 
for those that like a bit of team action, 
or just want to blow the hell out of each 
other's jets. 

Ifeam Apache 

Eidos 


Rather than just being faceless goons that 
do your bidding, the wingmen in Team 
Apache will all have individual traits and 
characteristics, and can become fatigued, 
stressed and totally knackered as the 
battle rages on. As 
their commander 


you'll have to deal with all their personal 
niggles whilst still trying to manage a 
chopper squadron. Campaigns will take 
place in areas in Russia, Columbia and the 
Middle East. 

Flight Unlimited 2 

Eidos 


Flight Unlimited was a big hit way back in 
'95, as it was one of the first flight sims 
to feature photorealistic terrain mapped 
onto a full 3D landscape. The simulation 
on civilian aircraft - including 
.anes and gliders - accordingly, 
)uld use them to get to grips with 
al flight dynamics. ■ 




Flight Unlimited 2: The 
lightweight Cessna is an 
ideal starter to learn the 
basics of flight. Just the 
fob for would-be pilots 
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Get 12 issues for the price of nine! 

Subscribe to Ultimate PC with our special order form and your subscription 
saves you £10,50 off the cover price and gives you free delivery each month. 
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First Sighting 


^Jrust Ultimate PC to be the first PC games magazine to bring you 
the biggest and best new games. Every issue our First Sighting 
section will have in-depth coverage of the development of a host of 
stunning new titles due for release soon on the PC. 



N. 


henever a game is nearing completion, we'll ensure that Ultimate 
PC keeps its readers bang up-to-date with how the title is progressing. 
Our preview section is always packed with the very latest exciting 
images, exclusive interviews and entertaining information. 
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Assassin 


Reviews 


UIhe most important part of any PC gaming magazine is its reviews and 
Ultimate PC has the biggest reviews section in the business. If you want in- 
depth, entertaining and, most vital of all, totally unbiased opinions on all 
the latest releases look no further than Ulhmate PC. 
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This month we provide a compiete soiution to the fantasy adventure, 
LitNe Big ABventune 2, a stunning visuai feast fuii of punies and mystery 
We are here to heip! 


When you visit the pharmacist in 
town you will find that they have 
nothing of any use to you, though one 
of the customers thinks she can help. 
However a Lapichon will then steal her 
umbrella and she will ask you to make 
chase. Drop into 'discrete mode' to 
speak to the guy once you have caught 
up with him. Ask for the umbrella back 
and return it to the customer. She 
advises you to visit her boss, Ker'aooc, 
the Healing Wizard. This chap lives on 
Desert Island so you will need to go to 
the port and buy a ferry ticket to get 
you there. 

Visit the docker's house and he will 
tell you that all the crossings have 
been cancelled due to the storm, 
The only person that can calm 


You begin at home on Citadel Island... 
a storm rages outside but this is merely 
the beginning. First off, take Zoe into 
the house. Dino-Fly now requires your 
assistance, as the lightning bolt that hit 
him seems to have done him some 
considerable harm. You must go into 
town to find some medicine for him. 
First though, take the cellar from the 
dresser in the bedroom. In the cellar 
you will find a magic ball, holomap and 
three darts: you will need all of these. 


the storm is Bersimon, the Weather 
Wizard.' Head toward the cliffs to the 
wizard's tent. He will tell you that he 
can't do anything until he goes to the 
lighthouse. Follow him there. 

The lighthouse keeper (Raph) is not 
about. His fiancee doesn't know where 
he is - though she mentions something 
about the Corniche. All of his friends 
reckon he's there, so that's where you 
should aim for. Before you do that though, 
return to the museum and collect your 


I don't know what's going 
on here but all of those 
animals seem a bit out of 
proportion to me! 







































Solution 






fobo from Miss Bloop. for somo lOdson 
you will huvo to pny to got in but don't 
bother with that. Climb onto the roof 
and through the open window, flick the 
switches to open the door and case. 
Grab tlH' robe and your magic ball will 
bo activated. 

Go to the cliffs, whoro you will find 
a cave marked with a sign directing you 
towards the? Cortiicho. Use your magic 
ball on tho big monstor that groots 
you. Through the cavo you will find tlio 
Cornicho. vlump over tho rock Uiat stands 
in your way and enter. You will soon find 
Raph behind bars. 

Use your magic ball to activate the 
first switch, I Ids will open the first dooi. 
Hitting the second switch will open the 
second dooi. Qidckly defend yourself 
against (lie two monsteis and take the 
key they are holding. This will let you 
get to the creature that locked up Rapli. 
Kill him and you will should then he 
able to release Raph. 

Meet up with /oe and return home. 
On the way hack you will he met by the 
Weather Wizard who will invite you lo 
watch his magic at work, hack at tho 
lighthouse - you'll have a great view 
from the top. As the storm dies away, a 
hunch of spaceships fly overhead and 
land near your house. Take Zoe home 


Oi, intHiiirt Do you do oovor vorHton» tii alt? Tltorti'n UiIk roally obscuro iwolvo 
Inch by WbliOHiiako ihni 1 liavoii't board In agon - givo no a rondit lon! 


and then go and investigate the site. 
The humanoid that emerges from the 
spaceship will announce that his people 
have come in peace, at which point the 
crowd disperses with lack of interest. 

Visit the travel agents and purchase 
your f^rry ticket. At the port visit Mr 
Bazoo's shop get yourself some Nitro- 
. Meca-P(Miguins. You may need tfiem. 

SihajBtp, 2 

You arrive at Pori ludo and must tfren 
head off to find the main sguate thert’. 
Ker'aooc's house is on the corner. Speak 


you will need to obtain a Diploma itr 
Wizardry, To register as a student you 
will need to get hold of 120 Kashes - 
a treasure trove that lies in tire ancient 
Temple of Bu. Go to Tit 0' Canardo 
whne yoit need to do a hit of target 
pracHctr using your three darts. The guy 
there will give you some powerful 
helium balloons which will carry you 
over the eittranee to a shaft at the 
temple. leT go as you .ue over it and 
find those all importarrt kashes. 

Once you have registered at tho 
School you will he asked to do three 


Disti'aftt tdhic landloirs! i;.» 


Ikuiritt of wlHfiofti lire to bo foiiiicl 
nil over tho pliico. Yoti could toko 
iigott finding UiIh gfun. Onco yoii^vo 
got thlK yoiill bo rocking, otc... 


to the customer tfiat you met at the 
pharmacy. You ate told that the wizard 
has left on a trip and Uiat your best het 
for a cure is to go lo tire School Of 
M.ujic. Before you leave take the flask of 
Gallic acid that's on the wizard's shelf. 

To find tire Scirool of Magic you must 
visil the Old Sage at the Hacienda Del 
Monre-Pelado, on the otlier side of the 
island. In order lo gel irp onto the roof 
you must first distract the landlord's 
attention by going over to the women's 
baths. Their screaming will keep the guy 
off your hack long enough for yoit lo 
slip behind the counter and up the 
ladder to tire roof, the Old Sage there 
will tell yorr lo look for the School of 
Magic in the island's cemetery. TIris is lo 
he found in the middle of tire desert, 

^ near Temple Park. Ignore the gate aird 
^^^follow tire path in the cliff side to get 
® to the coirretery. Follow the path past 
second g.rtc which leads to the main 
door of the school. 

In the school hall look for tire chest 
beyond the? tables, dodge lire ghosts as 
you go. Slip hack irrto 'discrete mode' to 
avoid tire fireballs. In the chest you will 
find a k(‘y to tire door you passed orr your 
way through. The Prirrcrpal of lire scirool 
will arrive in the room. He explains that 


tests. The first is the Blowpipe test. You 
rrrust grr through the door at the end of 
the room. This htiirgs you irrto arrother, 
with rrroving targets - shoot at therrr with 
your hall wiHrout rrroving. Once you trave 
corrrpleted the lest you will he given the 
blowpipe as a reward, to coirrplete the 
secorrd task yorr rrrust go lo lire heart of 
the desert and find the rork rrear the 


Siniicttiig at ilia lop ol' ilia 
ItglitlioiiHa, you will ba 
abla to watch ilia Hioriii 
paHH ilia praiiy apacaHlilp 


1 bopa ibai voIciiiio'h iioi iicilva, bacaima riii aura ilia clociorK Kay 
iliai you HlioiiUliYi liiliiilo Kiiioka diirtiig pragiiaiicy... oli wall! 
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Suspension bridges never seemed that great a design: one screw loose and the whole lot comes undone. It's especially worrying when what's 
under you is hot, burning liquid, ready to dissolve your sorry butt. Who'd want to live on these islands in the first place? Where are the trees? 


circuit, there you will find a Balsam 
flower. To pick it you must first go to 
Baldino's to collect a part for Zoe's car. 
Return to Citadel Island and give the 
part to Zoe. Head back to Desert Island 
and visit Baldino to get the portable 
radio. Next go to the secret passage 
near the School of Magic and find the 
springboard, following the tracks in the 
sand as a guide. The springboard will 
allow you to get hold of the Balsam. On 
returning to the Principal you will be 
given the Conch of Triton, allowing you 
the power to heal any living being. 

Now you have finally got the cure, 
return to Citadel and heal Dino-Fly. Ask 
him to take you to Dome Slate 
Island so that you can 
complete your final test. I 

There you will find a small «||||^^ ' 
labyrinth. Walk along the 
left-hand border of the % 
flagstones to get to the exit. ^ 

The Principal meets you there and J 
will give you a magic slate before ^ 
he teleports back to the School of \ 
Magic. Use Dino to return to the j 
School yourself. You will now be m 
awarded your Diploma and receive 
a new magic green ball. However ^ 
to get the robe you deserve, you " 
will have to find the travelling \ 
salesman who wanders around the 
desert. Your next task is to find 
all the other wizards that have 
mysteriously disappeared. 

Go to the Hacienda del Monte 
Pelado and visit the sage on the 
roof. On your way you will meet the 
travelling salesman on his flying 
carpet. The sage will tell you that the 
Esmers (space people) had offered to 
take the wizards on a cultural 
exchange. Inside the Hacienda, near 
the fountain, speak to the Esmer 
there. He will make you an offer. 

Take up his offer and follow him to 
the bottom floors of the Temple of 


Bu where one of their space shuttles lies. 
From here you will be taken off to their 
planet, Zeelich. 

ChapteF ?! 

Once on board the spaceship find the 
translating device located in the hold. 
You will soon land down at the Otringal 
Astroport. Follow the soldier and the 


kidnappings. She suggests you go to 
the School Of Magic, so head off for 
Desert Island with Dino-Fly. 

At the school speak to the Principal. 
He will tell you that you will have to 
strengthen your powers with the Ball 
Of Sendell. The ball was hidden by 
the Weather Wizard on Citadel Island 
and is sealed in ice. The only way of 


When the prison guard unlocks the door to 
other prisoner who will direct you toj thte oxit.,. 


ambassador through the corridor. 
Unfortunately you are recognised by 
Joe the Sprite and you will be captured 
and put into prison. Joe joins you and 
tells you about what has been going 
on. You find out that the Esmers' plan 
is to kidnap Twinsen's children. It is 

i robviously up to you to save the day 
I again. When the prison guard unlocks 
the door to catch Joe, clock him one. 
* Unlock the other prisoner who will then 
direct you. to the exit. This l6ads to the 
prison's inner yard. Use your magic 
ball on the Walker robot, 

' - ' this should also clear the 
fence too. Follow the 
only remaining path that 
leads to the Astroport and 
climb up the control tower. 
Grab a route disc and insert 
it into the shuttle's control 
panel. Once the shuttle is air 
born head to planet Twinsun. 

flspter 4 

As you fly over Citadel 
Island, your shuttle will 
have some problems and 
you'll land near the weather 
wizard's tent on the cliffs. 
Fight your way home to meet 
up with Zoe. She will tell you 
the bad news about the kids' 


melting the ice is by using a lightning 
bolt on it. Ask Dino-Fly to take you 
over to Citadel Island to speak to the 
wizard. He is not there but there is, 
however, a message that says you will 
need the Pearl of Incandescence to 
finish the Lightning Bolt Potion. This 
is to be found on Desert Island. First 
go to the left luggage office and 
fetch the Proto-Pack that Jerome has 
left there. Go down to the store room 
and use the Helico-Magnet to move 
the box. Follow the arrows that the • 
manager indicates to get it out of the 
store room. Visit Twinsen's neighbour 
who will tell you about the sewer map 
he has - you can restore the map with 
your Gallic Acid. The message that is 
revealed reads: 

"The magic globe is hidden in the 
secret room at the centre of the sewers. 
The weather wizard placed it there. 

He says it is connected to the Prophecy 
of Sendell. I locked this room - it can 
only be opened with the small pyramid." 

After you have read this message, 
take the small pyramid object from 
the neighbour and head for Desert 
Island. Visit the school Principal to 
find out where to get hold of the 
Pearl of Incandescence. He says that 
you will find one in the giant shell 
that lives in a cave at the bottom of 




That's a natty little dune 
buggy you have - why not 
get some wheel trims? 
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No - you can't have any 
more, but why should the 
giraffe have all the fun? 


Who let that rat in on the 
bargain? I'm sure you're 
not supposed to carry pets 


Chapter 5 

When the shuttle lands, get Into a 
space suit and go outside. Follow the 
guard's directions to the reception 
building. Find the map and remember 
where everything is. Knock down the 
guards and activate the three round 
switches that control the airlock doors, 
Leave the reception building through 


the sea near Port-Ludo. Head towards 
the pier at Port-Ludo and continue on 
until you reach the wooden jetty. Call 
on Moya the turtle and climb on her 
back. She will take you down to the 
cave - use the Proto-Pack to aid you 
and collect the Pearl. Next go to the 
Hacienda and go up to the roof. If you 
look through the telescope you will 


floating barrels until you find a key. 
Open the door nearby and retrieve the 
little blue things from the chest. 
Return to the room containing the ice 
and use the lightning bolt on it. Take 
the Ball of Sendell and you will attain 
a new magic level: red ball. 

You will receive another call shortly 
from Baldino, saying that you should 


BUPIMO'S 




If I were you, I would never take a ride on a gondola piloted by Mr Death himself. That's not an oar he's using > it's a blooming great scythe! 


mm 

I Once ym have dealt with 
f the-lrorrible jailer your can 
^ the other cells. In 
[ one you will find Baldino; 
^winsen! At last you are 
i It's horrible! The evil [i 
I Esmsfis hm/e built some 
Lftactorstoa the Emerald moon 
r to project it onto Twinsun 
[ bliw up our planet! 

Thepare obeying their God, 

I who has Miraculously been 
reiiHMIlited, and want to 
I fulfil an ancient prophecy 
I which says that it will return 
I their planet back to its 
IKmer paradise. The control 
\ ccHtrc was built on the small 
I of CX. Our only chance 
prevent this catastrophe is \ 
1: ta deafafiy it! I will lead you 
[ to the nsstance. Only they 
rhelp us! They tend to 
[ father around the bars and 
j othMExhady places!" 

it looks like you'd better 
[hit the'shady places' then... 


see a cave on a small island. Ask 
Dino-Fly to take you there and use the 
Proto-Pack to enter the cave. If you 
use the two boxes there you will be 
able to reach the protection spell. 

Return to Citadel Island with the 
Pearl and revisit the Weather Wizard. 
Drop the pearl into the cauldron. 

Take the Lightning Bolt spell to the 
sewers on Citadel Island to free the 
Ball of Sendell. Once on Citadel visit 
'Chez Luc.' Search inside the barrels 
behind the bar to find the cellar key. 
Open the cellar door and jump in the 
hole you find there. This will bring 
you into the sewers. 

Look near the staircase until you 
find a door, use pyramid key to open 
it. There you will find a case of ice 
containing the Ball of Sendell. First 
leave that room and leap onto the 


hurry off to Desert Island to find the 
Esmers' base which they built there - 
you will need to visit the Temple of Bu. 
Search the floors there and alter the 
direction arrows you find to bring the 


the door furthest from the shuttle. 
Remove your space suit and find the 
large metal wheel resting on a black 
and yellow striped plinth. Turn it and it 
will open, opening up the striped door 


The Esmers have built reactors on 


wagon to the second level. Find the two 
statues, go into 'Discrete Mode' and look 
for a box. There you will find a key that 
will open the door to their secret base. 
In the dormitory look at the document 
to find the password for the moon base: 
try operation Green Moon. Take the lift 
at the far end of the room and fly over 
the rug with your Proto-Pack. In the 
room find the route disc and get into 
the shuttle. Take off and head for the 
Emerald Moon. 


mma 


as well. Go down the corridor and use 
your magic ball on the jailer there. In 
the cell you will find Baldino. He goes 
into detail about how the Esmers have 
built a bunch of reactors on Emerald ■. 
Moon to blow up Twinsun. The reactors 
are controlled from Zeelich on a small 
island called CX. 

Open the door to the corridor with 
the metal wheel. Go to the airlock by the 
Esmers' main computer with Baldino - 
Baldino will take you to his ship and 




-Ifi 


And who are those red blokes pissing around with parachutes, then? If you're not careful you'll have someone's eye out with that gun, mate 
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In the Burgomasters cupboard in 
the Knarta village you will find 
the following note; 

"Look towards the centre of 
the bazaar, my back is stuck to 
the natural parasol, against 
which I could do with a nap. But 
I must maintain my sporting 
instincts. Without adding 
anything else, there are posts, 
light and arches in the village to 
count the correct number of 
steps. Once there, the fences on 
my left take me in the wrong 
direction. It's on the other side, 
descending into the dip near 
some gas where I have placed 
my treasure." 


You head back to Zeelich 
in your newly acquired 
spacecraft. A strange 
layer of gas surrounds 
the planet, so take care 


you entered. Go back to the Knarta 
village and follow the mechanical owl 
you meet on the way. The owl leads you 
to a small niche where you find the 
pass key to the cupboard. 

Go back to the Burgomaster's 
house and open the cupboard. Here 
you find a riddle. Basically you need 
to go to the village palm tree and 
lean against it, facing towards the 
bazaar. Count the number of lamps 
plus the arches, and run the same 
amount of steps in that direction - 
you will find a small dip in the grass. 
Use the pickaxe that you bought at 
the village bazaar and dig down until 
you find the Knarta's fragment. 

Take a taxi and return to Otringal. 
Take the container of gazogem to 
Baldino. By doing so he will be able to 
upgrade your Proto-Pack to a Super- 
Jetpack, which allows you to fly a lot 
higher. Use the new equipment to go to 
the Imperial Hotel to find Johnny 
Rocket. The lifts that take you to the 
upper part of the town will be out of 
order, so you need to go to the casino 
in the town centre to take the shortcut. 
You need to get hold of the back door 
key, so first you must win the Super- 
Jackpot on the one-armed bandits. Go 
into the room with the fantastic prize 
and spin the wheel of fortune. Fight off 


you a lift for nothing, so take a seat 
aboard his taxi, Leontine. 

Once on Celebration Island you will 
be recognised by some soldiers. Defend 
yourself and aim for the top of the 
volcano. At the edge of the crater you 
wilt find a chap covered in bandages: 
this is The Captain, the guy who has 
been to CX. He will tell you about the 
secret fortress built by the government 
and the only guy that is ever foolish 
enough to go near it - Rick from the 
bar on the port. 

Take a taxi to Otringal and visit 
Rick. When you reach Rick's tavern go to 
the backroom, via the hidden door. 

Build a platform out of the pasteboard 
pillars to get up the air vent. To open it 
turn the wooden cranks in the right 
order and slide through. 

You meet the boss, who tells you 
that there is a group of rebels that will 
take you to CX Island. First you must 
meet up with Johnny Rocket at the 
Imperial Hotel and he will lead you to 
the rebels tell him Rick sent you. 

Baldino will call you on the portable 
radio reminding you that he still needs 
some gazogem. This fuel is refined on 
Knarta Island so take a taxi there. On 
your way you pass the Knarta village - 
they are looking for their sacred lost 
fragment, but the only clue to its 
whereabouts is locked in a cupboard at 
Burgomaster's house. 

When you reach the refinery, jump 
onto the pipes and over the wire fence 
to avoid the guards. Make your way to 
the main building, adjusting the vapour 
jets by turning the wheels. When you 
reach the red boxes, open them to find 
the keys which will let you into the 
refinery. You will need to move about in 
discrete mode to get out of there 
safely. You will need to attack the 
guard and the fishbulls so you can get 


set a course for Zeelich to search for CX 
and prevent the pending catastrophe. 


Zeelich is covered with a cloud of gas 
and you find yourself crashing into the 
town of Otringal. The ship requires 
attention and for this you will need 
gazogem (the fuel used by the Esmers). 
This will also turn your Proto-Pack into 
a far more powerful vehicle. Use your 
Proto-Pack to travel from rock to rock to 
reach the port. Speak to the taxi men 
there to see if you can get a ride to CX 
Island. One sailor will offer you some 
information if you pay him 100 zlitos. 
You only have Twinsunian money, so 
head for the town centre. Once you pass 
the little bridge go into the souvenir 
shop on your left, sell the shopkeeper 
some of your belongings and then 
rummage around in some of the bins to 
find the rest. Return to the port and 
pay the old sailor the mohey. He will 
tell you of a bloke he knows who has 
been to CX, who apparently lives on 
Celebration Island. He will offer to give 


It's a sign! Yeah, it means 
'you're in the stink 'cos 
there are tons of evil 
spaceships on your ass!' 


Little giowy bloke's either spent too much time playing near overhead 




electricity cables, or there's a special offer on porridge oats again 
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your hands on the gazogem container. 
Leave the refinery the same way that 


and entrances - just find the fellas 
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If you're having a quiet walk in the park with a loved one, all you 
need's some big eared animal coming up to you wanting a spare fag 
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Solution 


.'V. 


On the platform, a mercenary 
is waiting for you: 

^ "At last, here you are! I 
was beginning to wonder if 1 
was ever going to see you 
today. I'm a mercenary hired 
by Dark Moon to take care 
of you. I don't know why he : 
worries so much ! Humph... ■: 
you don't look scary to me... 
You're about as discreet as a 
gas monster. When you made 
contact with Johnny Rocket, 
my spies were there. Since " 
then we've been following '<■ 
you. I knew that you wanted , 
to go down to the gas 
underworld, so I dedded to 
wait for you here. But enough 
‘ of this idle chit chat. Now my 
dear boy, prepare to die!" ^ 

i ■; 

Kill him before he kills you 
and make a hasty getaway! 




Hmm, what you have to do at this 
place, fiddle about with pipes? 

the Gloum that falls on your head using 
your magic ball and try to recover the 
key during combat to open the door at 
the end of the room. Use your Super- 
Jetpack to reach it and go through the 
door - you will then come out on the 
Otringal cliffs. 

Follow the stream until you reach 
the upper part of town, in front of the 
Imperial Hotel. First of all deal with the 
unpleasant bellboy and get the lounge 
key off him. Johnny can be found on a 
sunbed by the swimming pool. He will 
suggest you talk with him in his room. 
You learn from him that the Emperor 
and Dark Moon are afraid of you and 
that is why they are after you. Take the 
ring he gives to you, go to the Twinsun 
souvenir shop and show it to the shop 
keeper, who will take you to the rebels. 
At the souvenir shop, after you give 


/i K 


Thaf s a nice little rubber outfit you're sporting, mate. Did your mum sew 
all those patches on for you? You don't want to catch a cold, now do you? 


him the ring, he will move the shelf 
behind him to reveal a secret passage 
that leads down to the cellar - there 
you will find the four rebel chiefs. They 
tell you that Dark Moon wants to blow 
up your planet on the day of the Grand 
Ceremony. They also tell you that there 
is a secret passage between the gas . . 
underworld and CX. The entrance lies in 
the Mosquibees' village so you will need 


you will meet with a mercenary from 
Dark Moon. The guy has been following 
you since you met Johnny Rocket. He 
has been hired to kill you, so don't 
waste any time before you kill him and 
take the lift to the underworld. 

Chapiejf 

Use your magic ball in 'discreet mode' 
to activate the switch at the end of the 


go to the gas underworld. To get there 
you must take the lift on the Knartas' 
platform. They will give you a Zarnon 
laser pistol to reach the lift, which 
requires a crystal for it to work 
properly. To find one you must go to 
the side of Celebration Volcano on 
Celebration Island. When you get 
to the island, tour around, 
jumping from rock to rock until 
you find a crystal - you may 
need to use your Super- 
Jetpack. You will need to 
cut the crystal down to size with 
your Knarta pickaxe. On the way * 
back to the taxi you will see a 
passage that had previously 
been hidden to you. Head for 
Knartas Island and enter the 
building which faces the 
industrial port. Use the 
laser pistol to activate 
the levers, in order to 
open the two door that 
leads to the port. Climb 
onto the small tanker that 
goes to platform 
where the lift is. 

On the platform 


room and open the doors. You will find 
yourself on a platform linked to a band 
of rocks that form an island. Continue 
walking past the front of the buildings 
that belong to the Building Company 
and the gemstone mine entrance. 
Continue until you reach a village 
where the Blafards live. Kiss the toad 
you find there to regain your 
strength. The villagers advise 
you to go and see Mr Lemoine, 

. who can tell you which route to 

I take to the Mosquibees' village. 
The chapel door is closed so 
you'll have to go and see a 
family vyhp Will offer you 
.some firefly tart - take, an ’ 
• extra piece to give to the 
' old rogue in the 
^ centre of the village. 
He will then give 
I you the chapel key in 
' exchange. Go to the 
’ chapel and meet 
; Lemoine. He will 
tell you that 


When you reach the Blafards' village 

Mm _ to:.-''' tfi , 







I your wizards and children." 

! The Queen obviously knows 
her onions. She knows that 
! Dark Monk and the Emperor 
^ have built a reactor on the 
Emerald Moon, and that they 
^ are planning to destroy your 
home planet during the next 
J s ceremony where the evil Dark 
■ Monk has promised to perform 
his miracle and astound his 
: many followers. 

Unluckily for her though, 
in spite of her seemingly 
i psychic powers, she seems 
^ completely unaware of the 
fact that her the palace is 
about to be invaded by hordes 
of enemy parachutists! 


Role out the red (maroon) carpet, it's time to meet the lolly pop men. What 
an honour, and if that's not enough, then meet Mr Time Commando as well 


held in the Building Company prison 
and will suggest you go through the 
mine to reach her, following the moving 
walkways as you go. Climb right up 
the vertical conveyors until you find 
yourself in a room where boxes are 
being moved around. Hide in one which 
will allow you to escape. Jump out of 
the box onto a ladder and go up to the 
roof. Slide through the pipe on the 
ground as far as the Queen's cell. She 
will give you a key to open the secret 
passage leading to CX Island - leave 
once more for the Mosquibees' village. 
Once there you will find the passage in 
the cocoon behind the throne. Use the 
key on the throne so that the back tips 
out. Proceed with caution. 


out for the ferryman so he can take you 
to volcano island. 

You arrive at the foot of the rocky 
peak that supports the Celebration Volcano 
above the gas floods. Avoid the lava and 
fire geysers and find the small cave, where 
you will meet up with the Mosquibee 
refugees. According to them, the Queen 
is being held in the area of the 
Building Company on Blafard Island. 

Return there and then go on to the 
Ferryman's kiosk. Meet the wounded 
Blafard on a rock near the lava and 
cure him with the Conch of Triton. He 
will confirm that the Queen is being 


melting sea. The Mosquibees village 
looks like a cocoon on the side of the 
cliff. Tell the guard that you are here 
to see the Queen and he will take you 
to see her. Tell her that you've come to 
get her help. You will need to show her 
the ring that Johnny had given you to 
prove what you are saying is true - it's 
their secret calling sign. In order for 
them to help you, they will say that 
you must first become one of them. 

You will have to demonstrate your 
courage and pass the truth test. You 
will find yourself in a ring: use your 
magic ball to brake the rolling balls to 
find the key and open the correct door. 
Once inside you will find the Sarbatron 
(blowpipe). The Queen will congratulate 
you but then a Mosquibee soldier will 
announce that Imperial Parachutists 
are landing. 

As the villagers flee, leave towards 
the interior of the cocoon, in the 
direction of the battle. Escape via an 
opening which leads to a path that 


The exit leads directly onto CX ,at the ^3 
corner of a well guarded gangway. Kill^?^ 
the guards and then try one of the two 
doors. Now enter the gas filled 
crossing it with the aid of your Super-(^M 
Jetpack. Watch out for the monsters as 
you go. Another gangway will lead you ':fM 
to the shuttle launch area where you 
can go to the central tower. Take the 
key in the red box found behind the 
guard, and then turn right, into J 
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Dark Monk reveals his plans: 
"With the Emperor's help I 
have tricked the Esmers. How 
ironic that they believed I was 
Dark Monk reincarnated and 
granted me powers that I 
didn't possess. Thanks to the 
Esmers, I will finally get them 
when the moon blows up 
Twinsun! I needed the wizards 
to work the machine that I 
built in the statue. It will 
attract the magical energy of 
Sendall contained at the heart 
of Twinsun and which will be 
drawn from the explosion! 


Now.what to do here? Well there are a few fountains here but if I 
lump on them, Tm going to get it from soldier man! Hmm... 


sabre so you can get past the Hussars 
who guard the control tower door. In 
the control tower take the route disc 
and board the Emperor's shuttle to 
head for Otringal. 


He goes on to tell you that Dark 
Monk is invincible and that he has built 
a machine that can store all the stolen 
magical energy from your planet. The 
reason why he needed the wizards was 
so that they could attract the planet's 
energy to Zeelich. Then they stole the 
children when the wizards refused to 
co-operate with him. 

As you fight him the Emperor 
manages to activate the lunar reactor. 
As the same time Sendall will appear 


another room. From here take the lift 
to the main control centre where the 
Emperor and the red launch button can 
be found. 

The Emperor gives this message: 

"It's over Twinsen, you've lost And to 
make your defeat even more bitter, I'm 
going to reveal the truth. With all these 
religious beliefs, I wasn't master of my 
own planet The people only listened to 
the teachings of Dark Monk priests. One 
day, a stranger stopped on Zeelich and 

The Emperor gives this message 


In order to save your planet you have to 
get hold of the Sup's fragment, which is 
hidden in the Imperial Palace, before 
returning to Celebration Island to 
confront Dark Monk. Eliminate the 
hussars that guard the entrance to the 
palace and slip inside. The route to the 
Sup's fragment is a labyrinth protected 
by all sorts of baddies. You will have to 
fight them all to reach the chest. Use 
the Emperor's sabre on the palace 
guardian, Streum and take the last 
missing fragment. Behind the chest you 
will see a strange looking stained glass 
window. Throw your magic ball in 
'discreet mode' and brake the glass 
which will open up a secret passage 
that leads outside. Leave the palace 
with the four Zeelichian fragments and 
head for Celebration Island. 


and tell you that you must stop Dark 
Monk from using his machine, which is 
in the statue. You must bring together 
the four fragments that the people of 
Esmer protect and display at each 
ceremony. With these, the Dark Monk 
statue will leave the crater. 

First go back and take the lift 
again but this time take the Emperor's 


suggested a way to pass himself off os 
Dark Monk. Together, we mode them 
believe he was going to fulfil the big 
prophecy. Of course the truth is 
otherwise. I don't know why, but Dork 
Monk wonted to take over the magical 
energy contained in your planet Since I 
wonted to become Master of Zeelich, we 
made a deal!" 


What do you mean they're 
closed for the winter? 
Public toilets should be 
open all year round! 


Once you reach the volcano summit, go 
inside the little temple on the edge of 
the crater. Insert the four fragments that 
together make up the sacred key. The 
whole island will shake and inside the 
create a gigantic statue of Dark Monk 


I tell you, I'm not going back in there, even if you pay me. You should have seen what they were up to, and in the 
daytime as well! There should be laws against that sort of behaviour. I mean, with children present too - no respect 
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When it's all over, Johnny will 
come up to you and say a few 
wordsj_"Thank you Twinsen. 
Without you, who knows what 
would have happened to our 
planets. Without your help, 
Sendell and I would never have 
managed to force the moon 
back. You have fulfiled our 
prophecy. Our planet is once 
more the paradise it was meant 
to be. You saved Zeelich from 
the dictatorship intended by 
our Emperor. But better than 
that, you wrecked FunFrock's 
attempt to carry out his plans." 




Solution 


Good job I brought my camera, this shot of Nessie on holiday will fetch 
thousands back on Earth, now where's the nearest film developer? 


Thanks to the gazogem you find 
yourself back within seconds. Inside 
the Shaft of Sendall, with the help of 
the Goddess, you will only be able to 
slow the moon down. Luckily the Esmer 
Fleet and the Mosquibee Queens will 
appear and destroy the lunar reactor 
letting you put the Emerald Moon back 
in its orbit. Once more you have saved 
Twinsun and all its people! M 


cage of children down into the lava. 
Luckily Baldino will spring from 
nowhere aboard his ship, the cage is 
caught by the ship and the day is 
saved. Jump onto the ship and ask 
Baldino to get you back to Twinsun as 
fast as possible. On your departure the 
volcano explodes, sucking in all the 
monsters and returning Zeelich to its 
original paradise. 


will rise from the lava, coming to rest in 
front of where you stand. You will find 
Dark Monk standing on the Great Book 
Of Names. He tells you how he has 
planned the whole thing and how by 
bringing him the four fragments it has 
enabled him to use the statue as an 
aerial. He then disappears into the 
statue, so you must follow him. Climb 
from pillar to pillar in order to reach the 
statue's arms - inside you will find the 
wizards locked up in cages. Turn the 
screens on in the right order - second, 
first, fourth and third and you will be 
able to unlock the cage once you have 
pressed the final opening switch. 

Using their powers they will be able 
to destroy the iron gate that stands in 
your way. Tell them to go and fetch 
Baldino while you confront the main 
guy and save the children. Go up to the 
next floor. With the help of the Nitro- 
Meca-Penguins and those that you can 
find in the hidden cave within the 
statue, you can destroy the Grobo 
clones. The ones with torpedo launchers 
guard keys which let you go further 
down inside the statue. 

■ You will come face to face with your 
enemy who will have time to drop the 


Aahhh! At last we've reached the end of the game - can I go home now? 


This is your chance to win one of fifteen copies of Little Big Adventure 2 
Simply answer the following question and send us a postcard to: 

Little Big Frizes Competition, UmMATE PC, 1 Roman Court, 

48 Mew North Rd, Exeter, EX4 4EP 

What was the name of the crazed dictator that ruled in Little Big Adventure? 
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Competition 


Freebie Files? 







rLiii L' 




Ll^ 


Send your answers to Freebie 
Files, Ultimate PC, 1 Roman 
court, 48 New North Rd, Exeter, EX4 
4EP. Normal Rapide rules apply. Closing 
date for entry is the 30th November. 

Look out for a full solution to the 
Feeble Files in Issue 3 of Ultimate PC - 
on sale 30th October. 


click adventure, Feeble will be faced with 
many brain-teasing challenges and puzzles. 
Fortunately he's a clever little alien and 
with his trusty sidekicks - Delores and 
a manic robot - always nearby to lend a 
hand. Feeble might, just might succeed 
in his quest. 

You can play your part too, but to 
help Feeble out you're going to need a 
copy of the game. So, if you haven't 
already bought one, simply answer the 
question below and you could be one 
of thirty-five lucky readers to win their 
very own copy. 


Which star from the TV programme 
Red Dwarf, provides the voice-over for 
the game? 




n last month's Ultimate PC we 
I gave Adventuresoft's Feeble 
Files a well-deserved 90%, which reaped 
our prestigious 'Explosive' award. Now this 
month we have 35 copies of this great 
game to give-away. That's right, 35! That's 
over £1,000 worth of software up for grabs 
and all you have to do to stand a chance 
of winning one of these copies, is read on 
and then answer the question at the end. 
Simple, eh? 

For those of you who missed out on 
last month's review. Feeble is a' stocky 
looking green alien character who's on 
a mission to expose a conspiracy, and 
break away from his oppressive society, 
changing the way everyone on his planet 
lives. Throughout his tricky point and 















Guide 


Constructor 


Here's an idea for an interesting and exciting way to 
surprise your friends. Burn their house down 


Guide 



ast month we met some of the 
slightly twisted minds behind 
System 3's unique new build-'em-up title. 
Constructor. In this issue - and straight 
from the horse's mouth - we bring you 
a selection of hints and tips to help you 
get the most out of this rather nasty and 
definitely habit forming game. 

You'd better enjoy it - or we'll be 
sending the boys round. 



As you can see, the standard of 
student acconmiodation is the same 
in Constructor as in the real world 




workers, as he might have an Uzi - the 
results could be messy. 

(e) The foreman doesn't attack people, but 
if he's near when a scrap breaks out he'll 
join in, whanging the victim on the head 
with his spirit level. 

(f) When attacking gangs of skinheads with 
your own mob of thugs, take them on one 
at a time, picking on the stragglers first. 


the bigger your workforce grows. You'll 
need sprogs in great numbers if you are 
to force them to grow up into gangsters 
and the like. Here's a selection of family 
planning tips that will get them at it. 

(a) The happier your tenants are, the 
more inclined they are towards a spot of 
rumpy-pumpy. Check on all your tenants 
and get the ones who live in the nicest 
conditions to be your breeders. 

(b) Make the miserable ones pay rent 
instead of breeding. 


How to effectively kick 
someone's head in 

Giving your enemies a good arse-kicking 
can be a very satisfying experience, but 
you want to make sure that you don't 
get the living crap kicked out of you, just 
because you failed to organise the attack 
properly in the first place. Here is a quick 
guide to aggro. 


(a) Always attack your victim with five 
or more workers. 

(b) Spread out your geezers along your 
victim's escape route and ambush him 
as he tries to get away. 


How to speed up sprog 
production 

There's a lot of hanky-panky going on in 
Constructor - and the more the better, 
because the more your tenants breed. 


Never attack a gangster with a bunch 
of workers, as he might have an Uzi 


(c) When planning to attack an enemy 
tenant, get one of your hippies to lure 
him out of his house first. This confuses 
him and allows your heavies to take 
him unawares 
and stamp on 
his head. 

This also 
works on 
squatters. 
Never attack a 


(c) Take a look at the bedrooms in your 
houses - most of them will be rank. 
Change the decor; create a romantic 
atmosphere by installing a four-poster, 
even the nasty seventies bedroom is an 
improvement on the grotty room that 
came with the house. Once the decorators 
move out, the tenants can get to work. 

(d) A large garden makes your tenants 
very happy. Fill it with trees and nice 
furniture and watch those babies come 
and play on the lawn. 

(e) Your cheap tenants are the best at 
bonking and small gifts will make them 
very happy. A garden gnome will send 
them into a sexual frenzy. 

(f) Any factories built nearby will have 
a contraceptive effect on your breeding 



A nice easy to use interface screen, 
chock full of totally strange objects 
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Constructor puts you in the 
role of that most despised of 
creatures: the landlord. 

Build yourself up an army 
of thugs, gangsters and giant 
cockroaches, and house them 
in the grottiest conditions seen 
since Steptoe & Son and before 


tenants. The noise and pollution are 
definitely not conducive to love. 

(g) If your tenants have a dispute going 
on with their neighbours, they're going 
to become more and more stressed-out 
as the situation deteriorates. Try to keep 

A garden gnome wi 

nasty neighbours under control, or have 
them killed if necessary. Drastic problems 
require drastic action. 

How to make the most of 
your gangsters 

Gangsters are essential if you are going 
to win the game. They are very hard to 
produce and maintain, but if you can keep 
them alive long enough, they'll become 
complete maniacs. Here are some tips on 
how to create your own Reservoir Dogs. 

(a) You get one gangster free when you 
build the Pizza restaurant. Make sure 


you keep him alive long enough to be able 
to upgrade him from a knife to a pistol. 
Build a hospital, then send him off to 
stab a person of your choice. 

He will probably get a good kicking 
during the assault, but will no doubt slice 

send them 

into a sexual frenzy 

up the victim according to plan. After 
the attack send your gangster off to the 
hospital - he will be patched up in no 
time and can be returned to the street. 
Stab another two passers-by and patch 
him up as before, and you will see - if 
you click on him - that you can upgrade 
his weapon from a knife to a gun. 

By following this rule you will be able 
to kill enough people to upgrade your 
gangster all the way up to an Uzi or even 
a plasma gun. 

(b) Your level three tenants can be forced 
to pay protection money to the Mob; in 
exchange you get Mob cover when you 


commit any major crimes. Without this 
cover your gangsters will refuse to fight. 

In order to make the most of your 
precious protection money, when you 
attack a person with three gangsters, 
allow all three to beat him up, but then 
withdraw two at the last minute. Now 


We think this is a great 
game, so don^t poo-poo it 


YOU DIRTY 


long you will be the proud 


You may think they look like your girlfriend^s parents but these people are the salt of the earth, and the more of those 
ghastly brats they produce, the faster your empire will grow. So be nice to them, and buy them a garden gnome 


ruler of a vast but rather 
dodgy empire. 
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If you swipe the gas cookers from your enemies^ houses, as long as their 
handyman doesn't smell the leak, you can cause them some real problems 


Before you know it the fire catches hold and then the end is in sight. If this 
doesn't get them pulling their hair out, then you're playing against Kojak 



let the remaining gangster finish the 
victim off on his own - this way only one 
unit of protection money will be used up 
instead of three, allowing you to save 
it for more important matters. 

(c) Never, ever let the police arrest your 
gangster. If you have to try and get past 


Getting your undesirable 
past a police patrol 
without getting caught 

The enemy police pose a major problem 
for your army of undesirables. If your 
enemy sets up a zero-tolerance estate 
and your arsonists, thieves and psychos 


You get one gangster free when you 
build the Pizza restaurant 


a police patrol, make sure you use an 
expendable character to distract them 
while your gangster sneaks past. 

(d) Before you attack an enemy gangster, 
get your thief to pick his pocket and 
nick his gun. That way, when you do go 
to shoot him he will only be armed with 
a knife. 



These shiny happy people could 
soon be looking a bit more gloomy 


can't get to their targets without being 
arrested, you're going to have to resort 
to special tactics. 

(a) If there are several coppers on an 
estate, send in the zombies. They create 
B-movie havoc, wandering about, moaning, 
vomiting and ringing doorbells. The police 
will try to round them up, but as they only 
have one helicopter, it will take ages. 
Meanwhile, you can send in your chosen 
undesirable to do his business - and the 
police will ignore him. 

(b) Another way to get past the fuzz is to 
distract them by starting a fight. Get an 
expendable character to take them all on 
in a punch up, and while they are dealing 
with him, simply sneak your man past. 

(c) Build a park on or nearby to a zero 
tolerance estate, so your undesirables 
can lurk in the bushes making rustling 
noises. They are immune from arrest 


whilst in the park and can nip out when 
the cops have gone. 

(d) If your gangster has a big gun, get 
him to shoot the police. 

Capturing loads of houses 
in one go 

When playing in a network game this 
stunt is really effective; so effective 
that it will probably cause one of your 
opponents to try and kill you with the 
nearest large blunt instrument. 

(a) Breed eight foremen and hide them in 
your HQ. When you are ready, send them 
all out at the same time and tell them to 
capture eight houses belonging to the 
same player. When he sees that dreaded 
yellow tape appearing round several of 
his houses simultaneously he will panic 
and try to prevent the capture, but he 
will only be able to defend a couple of 
houses. You will more than likely capture 
six houses. Wow, will that hurt! 

Invisible squatters 

Hippies are great, right? But they always 
get beaten up by the fascists on the other 
team as they hang around outside empty 
houses, waiting to get inside. 

(a) Get your poltergeist to make your 
hippies invisible and send them to the 


And hey presto! You've 
made an NCP car park 


NETWORK OF 


riffmnfTfri 

Constructor is a great game 
when played solo against the 
computer, but it is at its best 
when played in a network 
against real flesh and blood 
opponents. These tips will 
help you astonish your foes 
and amaze your friends with 
the sheer fiendishness of your 
corrupt imagination. 
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Damage ; 0% 


In order to keep your res as des as 
poss, you've got to keep them in good 
nick - and the roof is a good place to 
start. Leaky houses mean unhappy 
tenants - and that's bad news for you 


Top: Pulling corks with 
your teeth isn^t clever 
Bottom: Probably best 
not to know; I think 


If you don^t look after the plumbing in your houses, the result could be 
a spot of flooding, so always keep your handyman handy, man 


All his friends 
called him Ace 
- but not one of 
them would ever 
play a game of 
poker with him 


most desirable enemy residences - wait 
until a To Let' sign appears and then 
dive inside. 

Neutralising guard dogs 

Guard dogs are always a problem when it 
comes to vandalising property; they will 
viciously attack your undesirables as soon 
as they set foot in the front garden. Here 
are a couple of tips to help you get inside 
enemy houses. 

(a) Get the killer clown to use his rubber 
bone on a selected guard dog; he must 
get the bone out of his pocket before the 
dog goes for his throat. Stand him as near 
to the garden gate as possible, so the dog 
has a long run-up. 

Once the dog has the bone wedged 
in his mouth, you are free to send in the 
undesirables to do their dirty work. 


The house will explode and will probably 
take the ad|oining properties with it 


(c) Build a crappy old cabin and let it 
get infested with giant cockroaches. The 
roaches will start breeding and will then 
enter other houses, infesting them too. 
Once all the houses are in a weakened 
state get your killer clown to do an arson 
attack on one of them. The fire will spread 
really quickly, totally overwhelming the 
enemy players. 

(d) Before setting fire to a house, send 
one of your geezers inside. He will beat 


explosions, and here are a few examples 
to get you started. 

(a) Get Mr Fixit to remove the oven from 
an enemy house: a gas leak will begin. 
The only way the enemy will know of 
this is if his repair man should pay a 
visit and report the smell, so make sure 
you pick an estate with no repairman. 
The house will explode and will probably 
take the adjoining properties with it. 

(b) Build a crappy old cabin on a crowded 
enemy estate but don't put any tenant 
inside, just let it deteriorate over time 
until it catches fire. Meanwhile get the 
psycho to saw down all the fences, walls 
and hedges on the estate, as these act as 
barriers against blasts. The cabin will 
eventually explode, and the fire it causes 
will spread throughout the estate and you 
will see the most cataclysmic explosions 
since the end of Apocalypse Now. 


Gas leaks and explosions. 
How to do them 

So you want to blow something up then, 
huh? Well there are several different ways 
that you can engineer some devastating 


up the family while you check the data 
screen, allowing you to check how weak 
the house actually is. 


Well, we hope that these pearls of sage 
wisdom prove to be helpful. Remember 
- this will form the basis of next year's 
HND Land Management syllabus, so we 
hope that you were all paying close 
attention. We'll be asking 
questions later. ■ 


(b) Dogs always attack delivery men. Plant 
a garden gnome in an enemy property and 
wait for the delivery man to bring it. The 
dog will attack him: get your undesirables 
inside the property while this is going on. 




Mob Boss’ Office 


Gangsters owned by you : u 


Bribes paid to mob : 4 


Undesirables Buildings;' 
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{Solutions 


lur .Solution to Abe’s 
HSjrnev begins here... 
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Solution 


If you wish to receive a copy of Playstation Solutions 
or want to place a regular order for ‘Best selling Unofficial 
Playstation tips magi’, then hand this form into your local 
newsagent. 

Please reserve me 

a copy of 


Name 


Address 


^otutlon 


ISSN 1364-3932 

Price £3.95 including Three Free Gifts! 


Postcode, 
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spicing things up further. To begin with 
you'll only be able to choose tenants 
from the lowest class level, and only 
when you can prove that you have a 
good enough standard of housing will 
you start attracting people with a bit 
more decorum. 

Anyway, we gave the game 90% - 
which earned it our prestigious 'Must 
Bu/ award, so it certainly comes heartily 
recommended. If you don't already own 
a copy, remedy this as soon as possible 
and then answer the simple question 
below to stand a chance of winning a 
powerful new PC. 


I his month we've teamed up 
* with Acclaim to give you, our 
avid readers, the opportunity to win 
an excellent prize for all your friends 
to gaze at. What's the occasion you 
say? Well, last month we reviewed 
Acclaim's latest hot title. Constructor 
and we liked it so much we thought 
we'd give you all the chance to win a 
brand new PC on which to run it! 

Up for grabs is a P166 MMX machine 
with 16MB RAM, a CD ROM Drive and 
a 2 Gig hard drive. Well worth winning, 
don't you think? 

Constructor is one of the new breed 
of build-'em-ups, which have proved to 
be really popular this year. The game is 
extremely addictive, with plenty of 
humour to keep players amused for 
hours on end. Players act out the role of 
a landlord struggling to succeed in an 
area of crime, vandalism and general 
disorder. First task is to build some 
accommodation for your tenants. After 
this you must deal with the day to day 
problems of your tenants, whilst keeping 
a wary eye out for the Mob, who like to 
tear everything down - gripping stuff. 

As the game develops, still more 
characters are brought into the action. 


Who developed the game Constructor! 


Send your answer to: 

Construction Business, 

Ultimate PC, 1 Roman Court, 

48 New North Rd, Exeter, EX4 4EP. 

All the normal Rapide Publishing 
Rules apply. Closing Date for Entry is 
the 30th November. 


The picture shown is not necessarily 
representative of the actual prize. The 
competition prize will meet the 
specifications mentioned. 
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Introducing the Pocketbook of PC 
Codes & Cheats -- featuring 
dozens of codes, cheats and 
passwords for you favourite 
games, inciuding Quake, Duke 
Nukem, Doom and many, many 
more, it’s one book that no PC 
game piayer shouid be without! 


The Pocket book of PC Soiutions, from the 
makers of Uitimate PC, offers many waik- 
throughs and soiutions of some of the 
greatest games avaiiabie on the PC! inciuding 
Fabie, Discworid, Dark Forces and a host of 
others, it’s the essentiai PC soiutions guide! 



Yesl Please rush me a copy of The Pocketbook of PC Solutions and/or Codes & Cheats - the price of £8.99 per book includes P&P 
Please return this coupon together with your payment in a sealed envelope to the following address: 

PC Solutions/Codes & Cheats Book Offer, Rapide Publishin& 1 Roman Court, 48 New North Road, Exeter, Devon, EM 4ER 

All prices include postage and packing 

METHOD OF PAYMENT 


Name: . 
Address: 


[H Cheque (made payable to Rapide Publishing) 


□ Postal Order (made payable to Rapide Publishing) 


Please charge my credit card: □ Visa 
CardNo: □□□□ □□□□ □□□□ 


□ Access 


□ □□□ □□□□ Expiry Date:. 


Number of each required: PC Solutions . PC Codes & Cheats 


Postcode: 


Telephone: 


Total amount £ 


Signed: . Signature:. 

Please allow up to 28 days for deliver. n 























Backissues 


L 


-F 


BaBH issues 

If you didn't have a chance to 
huy a copy of the first issue of 
Ultimate PC then grab one now! 



shelves at a rate of over 2000 a day. This may 
have been down to the cover CD, which 
included an exclusive Resident Evil demo and 
a playable demo of Constructor. Then again, it 
could have been because of the in-depth 
interview with Deathtrap Dungeon creator Ian 
Livingstone. Or perhaps the 30 full reviews. 
Or the Premier Manager tips. Or the Unreal, 
Quake II and Tomb Raider II previews. 
Whatever the reason, this baby was packed, 
so if you missed it first time around, don't let 
it slip through your fingers again! Just send 
your payment with the completed form to: 
UmMATE PC, Rapide Publishing, 1 Roman 
Court, 48 New North Road, Exeter EX4 4EP ■ 





Prices/Copies Ordered: 


Please send me. 


,issue[s] of Ultimate PC 


Name 


Address 


Postcode 


.Tel No 


Method of Payment 

Q Cheque (made payable to Rapide Publishing) 
□ Postal Order 


Please charge my credit card: D Visa -Q Access 
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Santa's coming early! 


Issue three 

On sale October 31st 


ULTIMATE 


W ith Christmas now fast approaching it has, not surprisingly, been another amazing month 
for reviews. Next month promises to be even better though. Already weVe got Longbow 
2, Worms 2. Championship Manager 97/98 and Gremlin's impressive footy sim, Actua Soccer 2 all 
lined up to go under the Ultimate PC microscope. As if that wasn't enough, we'll also be taking a 
look at Myth, Blade Runner, Warhammer 2: Dark Omen and Sid Meier's Gettysburg. 

An interview with Fox Interactive and a round-up of the best peripherals on the market will 
help make the November issue the best yet. Oh and let's not forget the Ultimate CD - our superb 
cover-mounted demo CD that's crammed with all the latest playable demos. Plus we'll have some 
extra cover-mounted goodies on offer and all at no extra cost - ain't we good to ya! 

Packed from cover to cover with news, previews, reviews and tips. Ultimate PC is the definitive 
PC games magazine and it's yours for just £3.50. As an immortal Christopher Lambert most famously 
said, 'there can be only one.' 

See you next month I 
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Actua Soccer 2 


We've got some stunning FREE 
stocking fillers in store for you 
next issue - so don't miss out! 
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PRICE! CHOICE! QUALITY! SERVICE! 


THESE HAVE MADE US ONE OF THE LARGEST SUPPLIERS 
OF COMPUTER SOFTWARE IN THE COUNTRY TODAY!! 


A DIVISION OF INTERACTIVE COMMERCIAL ENTERPRISES LTD 


A L 


CD ROM GAMES 



Bridge Master Classic with Omar Sharif .£31.99 

Broken Sword 2.£27.99 

Bust A Move 2.£17.99 

Cahtausm Plus.£25.99 

CARMAGiDDON„...^.»...___^^.^^25.99 

Championship Manager '96/'97 + German League free .£15.99 

Chessaaaster 5000.£26.99 

Civiusation 2.£17.99 

OVIUSATION 2 data DISK: CONFUCTS IN CiVIUSATlON .£7.99 

ClANDESTINY.£16.99 

COMMANCHE 3.0 (NOVALOGIC).£27.99 

Command & conquer .El 1.99 


£26^9 

iuiiMi; 


Command & Conquer Red Alert . £27.99 

Quench: 1000 extra levels for Red Alert . £11.99 

Counterstrike - official Red Alert Data Disk . £11.99 

Covert Operations ■ official C&C Data Disk . £10.99 


Conquest Earth . 

^2^.99 

CONSTRUaOR. 

....£28.99 

Creatures. 

....£12.99 

Crusader: No Regrets. 

Cyberstorm. 

....£19.99 

....£12.99 

Dark Colony... 

....£24 99 

Dark Forces 2: Jedi Knights. 

Dark Reign. 

Deadly Games - Jagged Alliance 2. 

Destruqion Derby 2. 

...£27.99 

....£27.99 

....£14.99 

...£17.99 

Diablo . 

Diablo; The Green Portal Toolkit & Cheat Pack .. 

Die Hard Trilogy. 

...£16.99 

....£27.99 

Discworld. 

....£13.99 

Discworld 2. 

....£17.99 

Duke Nukem 3D. 

....£10.99 

Dungeon Kkepw- . . ... 

P27.99 

EA Cricket '97... 

Excalibur. 

....£25.99 

....£25.99 


Extreme Assault ... 

FI6 Fighting Falcon. 

F-22 Lightning 2. 

F-22 Lightning 2 Data Disk .. 
FA-18 Hornet 
Fifa Soccer '97... 


...£22.99 
£25 99 
...£22.99 

.£5.99 

£24 99 
...£22.99 


Grand Prix 2. 

Grand Prix 2 -f Grand Prix Manager 2 ... 

.£18.99 

.£31.99 

Grand Prix Manager 2. 

Guts N Garters. 

.£14.99 

.£21.99 

Hardcore 4X4. 

£24 99 

Hardwar. 

.£24.99 


0 

0 


SALES LIMES OPEMt 

MON-FRI 9am - 8pm 
SATURDAY 10am - 7pm 
SUNDAY 10am-4pm 


MO OUMBIf EXdMNGC POIICY IF YOU 

ARE UNHAPPY WfTN YOUR PURCHASE FOR 
ANY REASON, SIAAPLY RETURN THE ITEM IN 
PERFEa COnIdITION within 48 HOURS OF 
RECEIPT BY RKORDED DEUVERY AND 
SUBJEa TO A FEE (10% OR MINIMUM £4), 
WE WIU. SWAP IT FOR ANOTHER ITEMnHfS 
OFF® APPUES ONLYTO ITEMS USTEDlN 
OUR MOST CURRENT ADVERTS. WE RESERVE 
THE RIGHT TO RffUSE EXCHANGE IF THE 
ITEM IS NOT RECEIVED BACK IN PERFEa 
CONDITION). STATlLATORYRK3HrSNOTAFFECltD 


Outlaws. 

£27.99 

Pandemonium. 

.£22.99 

Pandora Directive. 

.£19.99 

PGA Tour (k)Lf Pro. 

.£26.99 

Phantasmagoria 2. 

.£22.99 

Pinbau '97. 

.£12.99 


£17.99 

Police Quest Collection i-4. 

Premier Manager '97. 

Privateer 2; The Darkening. 

...£21.99 
.£24.99 

f?1.99 

Puzzle Bobble. 

.£17.99 

QED. 

.£18.99 

qilAKF 

....£12.99 


Fifa Soccer Manager.£26.99 

Fighters Anthology.£27.99 

Fighting Force.£27.99 

RnalDoom .£19.99 

Flying Corps.£21.99 

Fosgothn Realms Archive: Eye of Beholder 1,2, & 3, 

Dungeon Hack, Pool of Radiance, etc, etc. £22.99 

Formula 1 (Psygnosis) Win '95 & D3D/3DFX.£31.99 

Fragile Allegiance.£17.99 

Gabriel Knight 2: The Beast Within.£12.99 

GAME WIZARDS - Tomb Raider, MDK, Duke Nukem 3D, 

Diablo, Phantasmagoria 2, Lords a Realm 2. each £ 9.99 

Gene Wars .£15.99 

G-Nome .£14.99 


Heretic: Shadow of the Serpent Riders.£12.99 

Heroes of Might & Magic 2.£26.99 

Heroes of Might & Magic 2 Data Disk.£14.99 

iF22 Raptor.£26.99 

iMlA2 Abrams.£26.99 

Imperium Galactica.£26.99 

Independance Day.£24.99 

Interstate 76.£26.99 

Jack Nicklaus 4.£26.99 

Jetfighter 3.£24.99 

Jonah Lomu Rugby.£20.99 

Kings Quest Collection 1-6.£15.99 

KKND.£22.99 

Lbsure Suit Larry 7.£27.99 

Lighthouse.£19.99 

UnksLS'98.£27.99 

Links 386/LS Courses Per Pair Ring for dhails.£8.99 

Links LS/386 Course Lbraries Vols 1,2^ cau for detailsEI 6.99 
Links LS Courses: Valderama/Oakland/Davis Love...each £16.99 

Little Big Adventure 2.£27.99 

Loros of the Realm 2.£24.99 

Lords of the Realms 2 Data Disk.£9.99 

Magic the Gathering & Spells of Ancients data disk ..£29.99 

Maqc the gathering.£21.99 

Marble Drop.£12.99 

Masters OF Orion 2.£24.99 

MDK.£26.99 

Mech Warrior 2 & Expansion PAa.£25.99 

Megapak 7 - includes Road Rash, Earthworm Jim, Caesar 2, 
Heroes of Might & Magic, Cyberstorm, Creature Shock, AlO 

Tank Cuba, Gene Wars & 3D Ultra Pinball 2.£29.99 

Micro Machines 3.£25.99 

Microsoft Golf V3.£13.99 

Microsoft Return of Arcade (Win '95 only).£17.99 

Monster Trucks.£29.99 

Monty Python's Quest for the Holy Grail.£17.99 


QUAKE Tremors Data Disk.£12.99 

Q! Zone -100s of extra levels for Quake.£12.99 

Scourge of Armagon/Dissolution of Eternity.each £19.99 

Shrak (extra levels for Quake).£14.99 

Rayman (windows '95).£18.99 

Realms of the Haunting.£15.99 

Rebel Assault 2.£11.99 

Redneck Rampage.£24.99 

Resident Evil ..£24.99 

Riven(Myst2).£L0WEST-CALL 

Road Rash.£10.99 

Sampras Extreme Tennis.£19.99 

Scorcher.£12.99 

Scrabble (3.5* Disk).£19.99 

Screamer 2.£19.99 

Sega Rally (requires Pentium 90 or higher).£22.99 

Sega Worldwide Soccer.£27.99 

Sensible World of Soccer 96/97 Data Disk.£9.99 

SEni£i5 2. „.£14.99 

Settlers 2 Mission Disk.£12.99 

Shadow Warrior.£26.99 

Sierra Sports: Golf.£21.99 

Sierra Sports: Basebau '98.£21.99 

SientHunik.£21.99 

Sim City 2000 Anniversary Pack inqudes Sim City 2000, 

Urban Renewal kit Scenario Disk 1 + Disaster Disk.£18.99 

Sim Copter.£18.99 

Sim Golf.£17.99 

&m Isle/Sim Tower.each £9.99 

Sonic 3D.£21.99 

Sonic CD.£20.99 

Sonic & Knuckles.£18.99 

SPEca '97 CD (3000 SPEaRUM & 1200 C64 games) £14.99 

Star Command.£28.99 

Star General.£24.99 

Star Trek Borg.£21.99 

Star Trek Generations + ‘EXCLUSIVE* A1 Poster .£29.99 

Star Trek Omnipedia.£17.99 

Star Trek The Next Generation: A Final Unity.£10.99 

Super Puzzle Fighter 2.£12.99 

Syndicate Wars.£17.99 

Ten Pin Alley.£27.99 

Terminator: Skynet.£16.99 

Terracidf. £26.99 

Test Drive: Off Road.£23.99 

Theme Hospital. £26.99 

Third Reich.£27.99 

Tie Fighter vX Wing_ £27.99 

Tiger Shark.£28.99 

Tom CiANCEY SSN. £21.99 

Tomb Raider.£26.99 

Top Gun.£10.99 

Total Animals: includes Catz, Oogz & Worms....£19.99 

Total Heaven - includes Civilisation 2, Sehlers 2 and 

Sim City 2000.£29.99 

Trophy Bass Fishing 2.£14.99 

Ultimate Doom.£11.99 

Ultimate Family CoiLEaiON - Sim City 2000, Sim Town, 

Pinball '95 + Marty & Trouble with Cheese.£22.99 

Ultimate Soccer Manager 2.£10.99 

Unreal.£28.99 

US Navy Fighters '97.£21.99 

Virtua Cop.£21.99 

ViRTUA Fighter. £24.99 

Virtual Snooker.£19.99 

VOYEIB! .£9.99 

Warcraft 2 Deluxe inc 50 extra levels + hint book..£27.99 

AAaximum War: 1650 levels for Warcraft 2.£ 14.99 

Warhammb: Shadow of the Horned Rat.£17.99 

Warlords 3.£26.99 

Wipeout 2097.£31.99 

World Rauy Championship (Network Q Rally 2) ....£24.99 

Worms & Worms Reinforcements.£10.99 

Worms 2.£27.99 

X Com: Apocalypse.£27.99 

X Men Children of the Atom Win 95.£21.99 

X Miles - Data Disk for Network Q Rally.£9.99 

Yoda Stories.£15.99 


0 


0 


0 


OEAEE WITH COMHOEMCE FROM ONE 
OF THE LARGEST DISTRIBUTORS IN THE 
COUNTRY! OVER 600,000 SOFTWARE ITEMS 
SUPPLIED SO FAR AND YOU WILL BE SAFE 
KNOWING THAT rOtfJI CREDIT CARD WIU 
MOT RE DEBITED UMTIL DESPATCH! 

WE PROVIDE ONE OF THE PASnST 
DELIVERY SERVICES AROUND,^ 2-3 
WORKING DAYS MAX ON ST6CK ITEMS. 
(PLEASE ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE) 

1ST CLASS DEUVEMV FREE OP 
CHARGETO U.K. AAAINLAND. NEXT DAY 
DELIVERY FROM £4. PLEASE ORDER 
BEFORE 3PM TO ENSURE DESPATCH. 


L PRICES INCLUDE VAT 

CHILDREN & EPUCATK 

MICROSOFT SPECIAL OnaS ~ 


Lucas arts archives - Indiana mnes fate of atlantis, sam n max, day 
of the TENTAOE, rebel ASSUALT SPEOAL EOmON, STAR WARS SOIEEN SAVER 

PIUS DEMOS OF FUU THROTTLE, DARK FORCES, RIBE ASSAULT 2. THE DIG AND HE 
FIGHTER COUEaORS CD. ALL THIS FOR JUST £28.99 

WTTH EVERY ORDER 

RRSTIY, EVERY TIME YOU PLACE an OnSI YOU may CHOOK A 
PIKE OF SOFTWAIE FROM OUR FREE GIFT UST OF GAMES AND 
EDUCATIONAL PROGRAMMES. 'mSIE IS A UMTT OF ONE FREE GVT 
PBI WEEK BUT NO MHMMUM ORDER VAUIE TO QUAUFV. SECOND^ 
YOU WIU ALSO RECEIVE OUR LATEST 24 PAGE CATALOGUE PACtCT 
WITH REVIEWS, COMPETITIONS, MORE FREE GIFTS... 

ll£/^IIEMEMBaTOiaLf<»yOULfmSOmAKWHB4(Xm^GI 

3D Ultra Pinball 2.£21.99 

4-4-2.£15.99 

6881 ATTAa Killer.£27.99 

7th Legion.£27.99 

ActuaGolf'97.£25.99 

Actua Soccer CLUB EDITION £ 18 99 

Age of Empires.£32.99 

Microsoft Fught Sim '98 *** NEW ***. £37.99 

AH64-D Longbow Gold.£24.99 

Amiga Emuutor CD (100s of Amiga games).£14.99 

Atlantis.£27.99 

Atomic Bomberman.£21.99 

Baku Baku Animal.£19.99 

Microsoft Southern California Data Disk for FS6.E23.99 

Microsoft Fught Sim 5.1 4 New York + Paris . £37.99 

Perfeo Flight Scenery au around the World .£2 1.99 

Scenery Disk 6.0 - England & Wales/Honc Kong .£ 17.99 

Scenery Disk 5.1 - British Isles 1 & 2, China . each £19.99 

SrpNFBV Hkit *5 J . Fimnpf 1 PDQ 00 

Barbie's Fashion Designer.£29.99 

BAniECRUiSER 3000AD.£19.99 

Ratti fordi ind Shii nH/GmYSRi iPr./ArnHsiMF^ f 10 90 

Fught Sim 5.1 Tom .£39.99 

Fught Sw FSFX V2 - Contains extra pianes^ scenery, sounds 
nc rot FS5.1 A FS6 .,. 

Battleground Waterloo/AntietaaVNatoleon in Russia...£2199 

Batues of Alexander.£25.99 

Beasts & Bumpkins.£26.99 

BLOOD.£26.99 

Fught Shop V2 for FS5.1 & FS6 .£35.99 

Boeing/Business Jets/Airbus/Creat Airunfs.each £22.99 

Real Air Traffic Control.£30.99 

Flying Ciassics; everything from a Sopwith to Concorde!. £17.99 



RRP 

in MnuiP Mavpo Klir«r/-infnM/<:T4wn»BnC40 00 

OFFER 
£32 99 

Ancient Lands. 

.£29.99 . 

.£24.99 

Autoroute V5. 

.£59.99. 

.£47.99 

Bookshelf'96. 

Cinemania '97 . 

.£49.99. 

..£49,99 ,... 

.... £24.99 

Creative Writer 4 Fine Artist .. 

.£59.99 . 

. £28,99 

Dangerous Creatures.. 

Dinosaurs . ... 

.£29.99 .... 

£24.99 

Encarta World Atlas '97. 

FurADTA '07 

.£49.99. 

PdO 00 

.£39.99 

£39 99 

Money '97. 

.£29.99 . 

. £24.99 

Music Central '97. 

.£29.99 . 

.£24.99 

Oceans. 

.£39.99 . 

... £24.99 

Office '95 Standard V7. 

Office Pro '97 Win '95. 

.£199.99 . 

£499 99 

.£69.99 

£199 99 

Plus (For Windows '95). 

.£49.99 . 

£35.99 

Plus for Kids. 

.£19.99 .. 

.. £17.99 

PuBusHER '97 (Win '95). 

..£99.99 

£69.99 

PuBUSHER V2 (Win 3.1). 

.£99.99 .... 

... £29.99 

Windows '9S Upgradf. 

.£99 99. 

£47.99 

Wine Guide. 

.£49.99. 

. £14.99 


WORKSV3 +Money.£69.99... 

Works V4 +Money.£79.99... 

World of Fught.£29.99... 


£29.99 

...£29.99 

...£15.99 



Moto Racer. £27.99 

Muppet's Treasure Island. £26.99 

MyST (INCIUDFS DEMO OF RIVEN).£17.99 

NASOLR 2. £22.99 

NBA Live '97.£22.99 

Need for Speed 2.£27.99 

Network QRAaY. £14.99 

NHL Hockey '97.£22.99 

Oasis lNTERAaivE/U2 iNTEiuaivE. each £22.99 


AA Driving Test Pass First Time.£19.99 

BBC Garden Designer 3.£19.99 

Corel Draw 4.£26.99 

Corel Draw 7.£149.99 

Corel Printhouse. £21.99 

Dragon Dictate Voice Recognition Software.£69.99 

Family Tree Maker (Europress).£16.99 

Infopedia UK.£12.99 

Kai's Power Goo.£29.99 

Key Home Gourmet.£6.99 

Masterclips Premium Image Collection 101,000.£49.99 

Mavis Teaches Typing V4.£24.99 

Ordnance Survey Map of Great Britain.£17.99 

Oxford Interactive Encyclopaedia.£34.99 

Partition Magic V3.£42.99 

Redshift 2. £30.99 

Taxcalc '97.£23.99 

World Atlas V6.£12.99 

BUDGET GAMeT 


3D Ultra Pinball.£10.99 

7th Guest.£9.99 

Ascendancy.£10.99 

Broken Sword.£9.99 

Cannon Fodder 2.£9.99 

Capitalism.£9.99 

Championship Manager 2.£9.99 

Championship Manager Foreign Leagues Fr, Ger, It 3 FOR £9.99 

Chronicles of the Sword.£8.99 

Civiusation.£9.99 

Cricket '96 (EiEaRONic Arts).£10.99 

Crusader No Remorse.£10.99 

Day of the Tentacle.£11.99 

Dark Forces.£11.99 

Desert Strike & Jungle Strike.£9.99 

Destruction Derby.£12.99 

Doom 2 (Win '95).£13.99 

Earthsiege 2.£12.99 

Fade to Black.£9.99 

Flight Unumited ‘DOS*.£9.99 

Full Throfle.£12.99 

Grand Prix Manager.£8.99 

Harpoon Classic.£9.99 

Herctic.£11.99 

Hexen.£11.99 

Holmes 2; Rose Tattoo.£10,99 

Indycar2.£9.99 

Jimmy White's Snooker.£10.99 

Kings Quest 7.£9.99 

LfivwiiNGS Parttbali + Oh No! More Lbwwngs + LByiMiNGS.£12.99 

LimE Big Adventure.£10.99 

Magic Carpet 2.£10.99 

Micro Machines 2 Special Edition.£10.99 

Monkey Island 1 & 2.£11.99 

Mortal Kombat 3.£12.99 

NBA Live '96.£9.99 

PGA European Tour.£7.99 

Police Quest SWAT.£9.99 

Psycho Pinball.£11.99 

Return to Zork.£7.99 

Sam & Max Hit The Road.£10.99 

Screamer. £8.99 


^£22.99_^ |^£28.99j ^£28.99j: 

DISk^lKY 


101 Daimations Storybook/Print Centre. 

Aiaobn AcnviTY Centre. 

.£31.99/£28.99 

.£19.99 

Hunchback of Notre Dame Storybook. 

UoN King Animated Storybook. 

.£31.99 

.£28.99 

Lion King Activity Centre. 

.£30.99 

Mickey 4 Crew Print Studio. 

.£28.99 

Pocahontas Storybook. 

.£34 99 

Timdn 4 Pi imraas h ingi f Gamfk 

€31 99 

toY Story Animated Storybook. 

.£30.99 

Winnie the Pooh. 

.£31,99 


DORLING KINDERSLEY 



Sensible World of Soccer (Euro '96 Edition).£9.99 

Shell Shock.£8.99 

Space Hulk 2: V.O.T.B.A .£11.99 

Strife.£7.99 

Terranova.£10.99 

The Dig.£10.99 

Theme Park.£9.99 

Tie Fighter CoLLEaoR's CD.£11.99 

Time Commando.£10.99 

Transport Tycoon & World Editor.£9,99 

Ultima 8 Classic.£10.99 

Under a Killing Moon.£9.99 

Virtual Pool.£12.99 

Wing Commander 3.£12.99 

Wipeout.£9.99 

World Rally Fever.£10.99 

X Com: Terror From the Deep.£8.99 

X Wing Collection.£11.99 

Z.£9.99 


THE 10 OUT OF 10 RANGE 

is 9 highly-acclaimed collection of inexpensive packages 
aligned to the national curriculum which teaches solely 
Ihrouah game-based activities desiqned to stimulate your 
children and interest them. 10/10 is the UK's leading 
supplier of software to schools. Ail CD Rom or 3.5" disk. 
Choose fromEarly Essentials 3-7 yrs). Junior Essentials 
(5-11), Maths Number (8-16), Maths Algebra (6-16), 
Maths English 6-16), French (6-16). German [6-16), 
Essential Science (5-12).......£l2.99 EA^H 



^NGUAGE 

(^BAL Languages • Learn to speak French, 
German, Italian or Spanish through listening, 

\ speaking and writing. Three levels on each disk - 
Beginner, Intermediate and Advanced 

ONLY £19.99 Each 

BEUin Think&Taix Range 

French/German/Spanish/Itauan.Each £52.99 

EutoKESS Language Lais French, German, Russian or Spanish. Give 

TOUR child a head start with these fun to use packages.£16.99 

Language Assistant (Tkansutok Easily transiates documents from 
OR INTO French, German, Spanish or Italian.Each £29.99 


Cleansweep '97. £32.99 

IDr Solomon's /Lnti-Virus Windows . £94.99 

L \First Aid '97 for Windows '95. £26.99 

\ A First Aid '97 Deluxe for Windows '95... £37.99 

£26.99 'I .McAfee ViRUsScAN V3. £24.99 

McAfee VirusScan inc Q'ly Updates.. £36.99 

'tli^^C-CiLLiN . £24.99 

Qemm '97. £58.99 

Uninstaller 4.5. £30.99 


0113 234 0444 

SALES HOTLINES 

0113 234 0999 

TECHNICAL SUPPORT 

0113 234 0466 

CUSTOMER SERVICES 

0113 234 0770 

SALES FAX LINE 

email: GameplayUK@AOL.com 



3D Skeleton., 

Amazing Animals Activity Centre.. 

BMA Family Health Guide . 

Casue Explorer. 

Children's ENacioPAEOiA. 

Childrens Multimedia Diqionary 
Chronicle of 20th Century.. 

Encyclopedia of Nature 2 . 

Encyclopedia of Science.. 

Encyclopedia of Science 2. 

Encyclopedia of Space & Universe.. 

History of the World. 

I Love Spelung/I Love Maths . 

My First Amazing World Explorer. 

My First Incredible Aaaazing Diqionary . 

PB Bear's Birthday Party.... 

Photo Gallery Children, Wild Animals, Dinosaurs, Insegs 

& Bugs, Flowers, Ciassic Cars, Cats, Birds.each £ 8.99 

Stowaway. £14.99 

Ultimate Human Body 2. £25.99 

Virtual Reality Bird/Cat.each £14.99 

Virtual Reality Dinosaur Hunter. £19.99 

Way Things Work 2. £25.99 

World Atlas for Windows. £28.99 


SOUNDCARDS 

SOUNDBLASTER SB16 PLUG 'n' PuY 3D STEREO ENHANCEMENT, 
20 VOICE OPL3 FM music synthesizer, TREBLE, BASS, 

INPUT/OITTPUT GAIN, ANALOGUE JOYSTICK PORT, 4W AMPLIFIER, CD 

ROM INTERFACE .£59.99 

SOUNDBLASTER AWE 64 VALUE - AS ABOVE PLUS VOICE 
PLAYBACK, 128 INSTRUMENTS, 6 DRUM KITS, 512k RAM, 10 

CHANNEL STEREO MIXER .£99.99 

SOUNDBLASTER AWE 64 GOLO 
EVERYTHING AS PER AWE64 PLUS 
Creative Webphone software, 

MICROPHONE, Internet Explorer, [ 

SPEECH recognition SOFTWARE FOR . 

UP TO 30,000 commands!!) and 

MANY OTHER PlEaS OF SOFTWARE *. 

£159.99 


JOYSTICKS & MICE 


Alfa Twin Splitter Adaptor - run 2 or more joypads from 

ONE PORT, Supported by DOS & Win '95.£15.99 

CH Flightstick Pro Joystick.£49.99 

CH Throhle Pro.£94.99 

CH Virtual Pilot Pro.£77.99 

CH Pro Pedal.£77.99 

CH Game Card.£25.99 

Gravis Grip 4 Way Adaptor & 2 Pads.£59.99 

Gravis Analogue Pro Joystick.£19.99 

Gravis Gamepad.£16.99 

Gravis Gamepad ’’Pro**.£27.99 

Phantom 2 ■ 6 Button Joypad.£14.99 

Phantom 2 Pro Joypad - 6 inomdually switchable buhons with 

turbo AND auto-fire. 4-BUTTON and 6-BUTrON MOOES.£16.99 

Saitek AcEMASnR 18-4 Microswitcheo Firf Buttons with Turbo Fii^ 

Hat Switch, Sfpfratf Throttle Lever, Protein Rubber- Effeo Handle.£28.99 

Saitek Megagrip 8 Joystick.£9.99 

Saitek X36F Fughtstick.£61.99 

Saitek X35T Throttle.£42.99 

Saihk X36 Fughtstick & Throttle Bundle.£84.99 

Super Warrior 5 QS201 Joystick(anaiogue, Auto-Firf.is Pin) £14.99 
Joystick Sputter Cable -Run 2 Joysticks/Pads from one port.£8.99 


Saitek Megapad XIIMX631M 
PC Format Gold Award Winner. 
6-button, digital to analogue 
technology, turbo and auto-fire 
.£14.99 


Dr Seuss ABC/Green Eggs & Ham/Maths Workshop ...each £24.99 

Harry 4 The Haunted House/Just Grandma 4 Me.each £23.99 

Kid P;x Stuoio/Little Monster at School.each £23.99 

Logical Journey of the Zoombinis.£23.99 

Ruffs Bone/Gregory L the Hot Air Ballon.each £16.99 

Sheila Rae, the Brave/Torto'SE 4 the Hare.each £23.99 

EUROPRESS 

FUN SCHOOL 6 - Fairyland, Magicland, Futureland £19.99 

FUN SCHOOL 5 - 5-7 yrs, 6-9 yrs, 8-1 Iyrs.each £18.99 

Fun ScHoa Language Labs.each £16.99 

Games Faqory.£39.99 

GCSE Maths/Encush/Physics.each £14.99 

MICROSOFT 

Creative Writer/Fine Artist.each £15.99 

Creative Writer 2.£24.99 

Fine Artist -f Creative Writer Ooubie Pack.£28.99 

Magic ScHOOiBus Earth/Body/Soiar System/Oceans/Dinosaurs EACH £24.99 
Ultimate Haunted House,'Magic Schoolbus Rainforest ...each £24.99 
OTHERS 

ADI Boo Read & Count 4-5/6-7yrs.£18.99 

ADI Engush & Maths 11-12/12-13/13-14/14-15.£19.99 

BBC Noddy/Aniaaals OF Farthingwood.£23.99 

BBC PiNGU.£20.99 

BBC Wallace & Grommit.£17.99 

Iona Range - Milue's Math House, Muppets Beginning to Read, Muppets 

Read Listen Learn,Sammy's Science House, Etc.each £13.99 

Jan Pienkowski's Haunted House.£12.99 

Power to Little People CoiLEaiON.£21.99 

Print Artist V4 (Sierra).£20.99 

Revise GCSE Physics, Biology or Chemistry.£18 99 

Sim Park/5im Tunes.£21.99 

Stuoyworks Maths ages 14-f.£20.99 

Virtual Springfield. £17.99 

Winnie the Witch/Fish Who Could Wish/Whales 4 Dolphins..each £9.99 


Microsoft SioiwNiEi Pio & HuiiMn 
Only.. £53.99 

Mkiosoft SiofWMOB Pro. £44.99 

Microsoft Socmndbi Puceion Pro £50.99 
Mkrosor StoEwmoB Gmvad....£29.99 



THBUCTMASTfB PRODUCTS 

Thiustmastei! T2 Steeiing Assembly 

Comes with Steering Wheel, Gearstick Pedals & Programm¬ 
able Buttons. RRP £14^9.99 0Ul( PRICE £99.99 

Thrustmashr GPI Steering Wheel 
Bonus Pack - Now includes Network Q Rally, X Miles 
& Power Fill Programmable Buttons on wheel 
I RRP £99.99 OUR PRICE £74.99 

Maximise performance & responsiveness with a 
Thrustmasler ACM Game Cord.£26.99 





r A 


F-l 6 FLCS Joystick- Features Four 4-way hats, 

3 Buttons, Dual Stage Trigger & Paddle Switch . £109.99 

F-l 6 TQS Throttle - True Replica of F-1 6 Throhle Quad-rant 
System. Features Targeting Cursor Control, Two Dials, 

Two 3-position switches & 4-way radio switch. £109.99 

F-22 Joystick. £129.99 

X-Fighter Joystick. £38.99 

RCS Rudder Control. £119.99 

Thrustmaster Mk2 Weapons Control. £89.99 

Thrustmaster Phazer Pad. £25.99 

Top Gun Official Joystick • 4 Way Hat| 

Switch, Weighted Base, 3 Beveled 
B imoNS, Quick AaioN Trigger and 
Thrustmaster quality and durability! 

All FOR ONLY. £29.99 

Top Gun Joystick + Top Gun game 
(byMicroprose). £38.99 

UNUKE MANY OF OUR COMPETITORS, WE ONLY SELL GENUINE UK 
SUPPORTED THRUSTMASTER PRODUCTS, NOT UNSUPPORTED US 
IMPORTS. WE OFFER FULL TECHNICAL BACK-UP AND HAVE A 
READILY AVAILABLE SUPPLY OF SPARE PARTS. 



MADCA1Z 
STEERING WHEEL 

COMES COMPLETE WITH GEARSTICK AND FOOT PEDALS 

ALSO HAS BUTTONS ON THE STEERING WHEEL WHICH CAN BE 
PROGRAMMED AS GEARSHIFT OR BRARE/ACmERATOR 

FUNGiONs. Suitable for use with almost all driving 

GAMES, EG GRAND PrIX 2, InDYCAR 2, SCREAMER, 

Destruction Derby, Wipeout, Need for Speed, nc 

plugs into all 

standard joypad ports - NO SPECIAL HARDWARE REQUIRED 

/Dv mciALOPmi! 

• BUY A MAD CATZ 
STEERING WHEEL 
AND GET £3 OFF ANY 
_: DRIVING GAME 



Cut out this order form ond post to : 

GAMEPLAY, UNIT 3, TAVERNERS WALK, 
NORTH STREET, LEEDS, LS7 lAH 


Item Description 


Foraaat Price 


N/vme:.Customer No: . 

Address:. 


Postcode:. 

Tel:.Fax:. 

CashO Cheque □ Postal Order □ CardQ 


^irWATI IPF- Postage is FRKK for all orders shipped vYithin the U.K. P^P 

JO UKC. Overseas postage - £2.50 per software item. Optional NEXT 

DAY DELIVERY ovoilable from €4.00. Please A I 

IwInL 


before 3pm to ensure immediate despotch. 


Cheques payable to 'Gameplay'. 


Card No. □□□□□□□□□□□□□□□□□□ Expiry Date Issue No. □□ 


SWITCH ONLY 


UPC(IO) 








































































































































































































































































































































































































































































































































































































ifiUdiy 

Jdan 


’jandi 




Imperialism is destined to be one of the biggest hits of the year." - Ultimate PC 


YOU CAME.YOU PLAYED. YOU CONQUERED 


Priority House, Charles Avenue, Maitings Park, 
Burgess Hill, West Sussex, RH15 9TQ 


Telephone; 01444 246333. Fax: 01444 248996 


IMPERIALISM is a trademark of Strategic Simulations, Inc. ©1997 Strategic Simulations, 
Inc., a Mindscape Company. All rights reserved. 
















